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Don’t Play Alone! 


GUIDED TOUR * 

Star Trek: 

The Next Generation 
“A Final Unity” 


Heretic Cheats 
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Alone in the Dark 3, Lost Eden, 
18 Computer Coaches, Mortal 
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MECHADEUS' 



Look at the 
production quality. 

Look at the 
exciting gameplay. 

Look at that 
nifty leather vest. 

Better yet, look who’s inside that vest - Tia Carrere 
(you know. True Lies and Wayne’s World). Put her 
together with film-quality production and intense 
gameplay, and you have The Daedalus Encounter‘d A 
sci-fi adventure set in the 22nd century, where your 
ship becomes entangled with a biological space 
organism that’s heading straight for a binary star. 
To move the ship from its deadly course, you must 
solve countless puzzles, navigate the ship’s complex 
web of tunnels ahdffeattle a number of disgruntled 
Hens. We think y^B find it’s a game of epic, as well 
as attractive, proportions. 

pSgfflljffiSjSpiTime” over two hours of live-action video 
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Donald St John Bill Meyer 


I was at one of those insufferable multimedia industry conferences re¬ 
cently, and the panelists all seemed to agree on just one thing: The audience 
for interactive entertainment consists primarily of 30-year-old guys who 
can’t get a date on Saturday night. 

That’s not entirely fair, but the solitary nature of most computer games 
and multimedia tides gives the argument at least a grain of truth. Sitting in front 
of a computer screen doesn’t particularly lend itself to interpersonal interac¬ 
tion. And frankly, for all their entertainment value, most games leave little room 
for other people. It’s just you and your computer. If you want to get your friends 
involved, you can either tell them about your high score or let them watch you 
play. Either way, it isn’t too exciting. 

Fortunately, that’s all starting to change. As local-area networks blanket 
America’s offices and the Internet worms its way into America’s dens and living 
rooms, games are finally learning to communicate. As E 2 contributor Vox Day 
points out in “Don’t Play Alone” (page 42), game developers are taking advantage 
of the technology with a new generation of games that still deliver great game play 
against the computer but reveal another dimension of fun in multiplayer mode. 

The results are impressive. Everyone knows it’s more fun to play tennis 
than to swat the ball at a brick wall. And although games like Heretic, 
Marathon, Falcon 3.0, and Fighter Wing are perfectly fun to play against the 
computer, they’re even more entertaining when you’re matched up against— 
or along with—one or more human players. 

Even when you think you’ve mastered a game, adding the human element in¬ 
jects new life and new excitement. Once the best Doom players at Electronic 
Entertainment worked their way through Doom II, for example, the distinctive 
sounds of shotguns and BFGs began to fade from the halls. But hook four 
PCs together in Deathmatch mode, and suddenly the roar of dying Cacodemons 
once again interrupts story meetings. 

Blasting away at human-controlled opponents reveals new complexity on every 
level. And it’s just as much fun to cooperate with other human players to clear out 
the computer-controlled monsters. You can set traps for bad guys, cover each 
other’s backs, and work together to solve the game’s puzzles. 

The ascendance of networked multiplayer games may also help to ease the 
antisocial image of computer games. Although the ability to play without an op¬ 
ponent helped establish the market for computer games, the chance to interact with 
others will attract new players and inspire developers to create even better games. 

And with an office full of people playing, shouting, and shooting crossbows 
together, with friends on opposite ends of the country teaming up to fly wing- 
man for each other, computer games may rival the Internet and online ser¬ 
vices in creating virtual communities. If this keeps up, the new «—t-j 
put-down may be “couldn’t get a Doom II Deathmatch date for 
Saturday night?” Wouldn’t that be a switch? \5. / j 
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Multimedia Memories 

I have a few comments on Ann Marcus’ multi- 
media feature {“Multimedia Survival Guide,” 
February 1995, page 57). One of the best fea¬ 
tures of DOS 622 is the menu system for cre¬ 
ating custom AUTOEXEC.BAT and CON¬ 
FIG.SYS files. A menu system can be created in 
a much shorter time than it takes to configure a 
boot disk, run MemMaker, and apply the 
undo function needed to return to your opti¬ 
mum Windows or DOS configuration. 

The menu system appears after the 
machine boots, and the user simply chooses 
which configuration to use. Designing the 
menu system is much less complicated than 
running utilities like DoubleSpace or 
SmartDrive. Your customized AUTOEX- 
EC.BAT and CONFIG.SYS files can then be 
fine-tuned by MemMaker as needed. 

One last point in reference to reading 
manuals: Most applications and programs 
include a README file that you can access 
with the DOS Editor or Windows Notepad. 
They usually contain updated information 

C. Morrison 
Panama City, FL 

Catapulting Online 

I recendy read about a modem from Catapult 
that is to be used in conjunction with the Sega 
Genesis and Super Nintendo Entertainment 
System. The modem will put you online and 
give you e-mail access. Is this something con¬ 
nected to America Online or Prodigy, or is a 
new service from Catapult available? 


Catapult uses special modems designed for 
a Genesis or Super Nintendo that connect 
via a proprietary online service. Catapult 
modems do not work with PCs, and the 
service is not connected to any computer- 
based online service. —Ed. 

Changing Teams 

Rebel Assault for the 3DO is one of my 
all-time favorites. I read your review of 


TIE Fighter (Game of the Month, 
November 1994, page 76) and was highly 
intrigued. Is LucasArts going to be distrib¬ 
uting TIE Fighter for the 3DO? 

Jason Drakeford 
Lilburn, GA 

We’re sorry to disappoint you, Jason, but 
LucasArts has no plans for a 3DO version of 
TIE Fighter. In fact, there are no immediate 
plans for any LucasArts 3DO games, but the 
company has assured us that doesn’t mean 
there won’t be any in the future. — Ed. 

Time=Money! 

First off, I’ve been receiving Electronic 
Entertainment since it changed from PC 
Games and think it is excellent. You put in 
more concise game info, news, and platform 
reviews than any other publication I’ve 
seen. I trust your reviews and pattern my 
. purchases after them. 

The one thing that I hate about games is 
how quickly they can be beaten. I bought 
Under a Killing Moon after reading your 
Guided Tour (“Take a Midnight Walk,” 
January 1995, page 73). It’s a great game, 
but I beat it in six hours over three days. I 
didn’t even use the hints you provided. 
Now I am stuck with a $70 game that is 
worthless to me. 

In future issues, maybe you should add 
ratings for “average solution time,” 
“value,” or “game length” in your reviews. 
I’ve been burned by too many short games. 
Also, do you have any suggestions for 
great long-playing games? 



You make a good point, and E 1 tries to 
indicate excessive shortcomings in game 
length within our reviews. The Under a 
Killing Moon review noted that the game’s 
puzzles were quite easy and that this 
shortened play-time. Lands of Lore and 
Kyrandia Book III: Malcolm’s Revenge 
from Virgin Interactive should keep you 
busy for a while. — Ed. 


Back to the Books 

My family enjoys playing computer games, 
but we are often stumped, requiring a hint 
book or telephone hint line. The latter is very 
expensive, and we don’t even get to talk to a 
human being. The games we are currently 
playing—Kyrandia Book III: Malcolm’s 
Revenge, Hellcab, Hell, and Critical Path- 
don’t seem to have hint books. Are there any 
books published for these games? 

Warminster, PA 

Prima Publishing has books on Hell and the 
Kyrandia series. For Critical Path tips, check 
out our March 1994 review (pg. 96). As for 
Hellcab, we couldn’t find anything. —Ed. 

Out of the Sty 

I found the letter from Lorna Farnol 
(“(Computer) Men are Pigs,” January 1995, 
page 6) quite offensive. I don’t think men 
consider computers to be just “toys.” I can 
assure you that there are no games on my 
household computer. My family and I use 
the computer for reports and letters, and I 
use it to type final drafts for school. Not all 
men see computers as just “toys.” 

Scott Golec 



In our Sharp Edge preview of Big Top 
Production’s Felix’s Cartoon Toolbox 
(February 1995, page 11), we misprinted the 
company’s phone number. The correct num¬ 
ber is 800-900-7529. 

In our “Strategy Guide: Doom II” (March 
1995, page 54), the cheat code for changing 
levels was misprinted. The actual cheat code 
is “idclev” plus the level number. 

Got something you want to get off your chest? 
Do it! Write, fax, or e-mail us at: Letters to the 
Editor, do Electronic Entertainment, 951 
Mariner’s Island Blvd., Suite 700, San Mateo, 
CA 94404; fax: 415-349-7781; Internet 
address, e2@iftw.com; MCI ID: 619-7340; 
and CompuServe: 73361,265. 
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/£■.V /» / Enter the world of 

A i " brain-teasing fantasy and 

* Jk I L .' humor! Renowned author Terry 

i ' Pratchett's Discworld' series of 

’> »"• t novels explodes to life in this rich, 

y.) humorous plot with engaging characters 

, * and gameplay. Travel through space 

■ * and time to help Rincewind, the hapless 

wizard, rid the land of dreaded dragons. 
The plot twists and turns in over 100 lush 
locations. Discworld s CD quality speech features voices by Eric 
Idle of Monty Python fame. Tony Robinson of Black Adder, and Jon 
Pertwee of Doctor Who. A transparent user interface allows you to 
fully interact with the game by simply clicking the mouse. Your 
world deserves fun and adventure! Discworld' will keep you 
laughing with hours of fun-filled fantasy game play for PC CD-ROM. 
PC, Sega CD, and Mac CD. 


FREE 

Collectible 
Figurine In 
Limited Special 
Edition Packaging! 

Cover illustration 
©Stephen Briggs by 


Mie: (617) 497-7794 
Fax: (617) 497-6759 



Only Digital Pictur 
gets you in the gan 




Slam City™ With Scottie Pippen. 

The only first-person 
POV full-motion-video 
streetball game you can get 

This ain’t no candy-colored cartoon, but live, 

interactive game play. No lags. No delays. Instant response. All i 

hnologies from Digital Pictur 
fcDi giChrome™ for dazzling video. You’ll need all th' 

Ro face the wildest B-ball players this side of the ‘hood. S( 

Bftottie Pippen himself. It’s Slam City, baby. 

RttjR THE DEALER NEAREST YOU OR TO ORDER DIRECT CALL 1 - 800 - 262 - 5020 . 

Ram City With Scottie Pippen is available on: Pentium™PC CD-ROM, r 

Hjj-6 PC CD-ROM, Sega CD™ and Sega CD 32X™. 


logical wizardry 


ntel Corporation. Sega, Sega CD and Sega CD 32X i 


Digital Pictures 


m ■ is ip 
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Box Concertos 

P ity the poor software box. Rigid. Uniform. 
Relying only on splashy color and big type to 
differentiate itself from its similarly uniform 
neighbors. Yet, trying to get an odd-shaped box 
onto software store shelves is like trying to put a 
rhomboid-shaped peg in a square hole. Retailers 
relish the simplicity of stacking and displaying 
standard software containers. 

But entertainment software developers want 
their boxes to be as much fun as their products. 
So the boring rectangles are 
, being joined by octagons, 
trapezoids, triangles, 

■en weirder shapes—all 
designed to get your atten- 
ion. You’ve probably 
seen Knowledge Ad¬ 
ventures’ six-sided pack¬ 
ages and the floppy version 
of The Even More Incredible 
Machine with its innovative opening 
mechanism (just pull the cat’s tail). 

Of course, unusual boxes aren’t all fun and 
games. For starters, they’re much more 
expensive to design and produce than tradi¬ 
tional shapes. And they don’t always do the 
job for which they were designed. A source at 


tplay 

discloses that tf 
original starship-shaped 
box design for the Cause and Effect 
puzzle verion of Star Reach looked really cool, 

but it collapsed when the company tried to shrink¬ 
wrap it. Interplay opted for a slighdy different 
design that could take the pressure. 

>me retailers are relaxing their 
strictions on what they’ll dis- | 
play, but Jennie Evans, director “ 
of marketing at Origin | 
Systems, says most large | 
retailers are still quite strict. 1 
Origin got around the prob- | 
lem with its Wing Commander III 
Premiere Edition Hollywood-style 
movie film canister by selling the 
product only through direct sales 
in the U.S. The ones sold in I 
Europe, Evans notes, had to be 
put into square boxes. 

—Christopher Lindquist 






When Fast Isn’t 
Fast Enough 

A ttention Pentium owners: Prepare to have 
your “I’ve-got-the-fastest-PC on-the- 
block” bubble burst There’s a new chip 
coming to town. 

Intel hasn’t officially 
announced its latest PC proces¬ 
sor-nicknamed the P6-but 
already hardware and software 
developers have been receiving 


briefings on what the new chip will offer, includ¬ 
ing a super-fast on-board caching scheme and 
the ability to “guess” what instructions a pro¬ 
gram will ask for next to help speed execution. 

According to Intel, the 133MHz P6 should 
deliver twice the performance of today’s 

required to your software. That 
means larger, smoother 
video-all the way up to full- 
screen-and the ability to per¬ 
form reliable voice recognition 


in both games and multimedia titles. 

Intel hasn't yet decided how much to charge 
for the P6, but you can expect it to be consider¬ 
ably more expensive than a Pentium. PC mak- 
ers also must design totally new motherboards 
for the P6, which should inflate system prices 
even more. But if you have the dough to blow, 
you can put a P6-based computer in your den 
by year’s end. -Christopher Lindquist 

Platform: PC 
Ship Date: Late 1995 


Intel 


10 May 1995 - ELECTRONIC ENTERTAINMENT 











Jumping Off The Page 

■ t was inevitable that the work of some of 

1 the wackier cartoon artists would leap off 

1 the page and into the realm of multime- 


l> admit Melrose 
Hills 90210 are 


dia. Storyopolis, the new Los Angeles- 
based company/bookstore/gallery backed t,i9ital ' 

by Microsoft co-founder Paul Allen, is taking up the cause. Storyopolis will offer 
I, Leonardo, a CD-ROM storybook from Ralph Steadman based on Steadman’s 
interpretations of the notebooks of Leonardo DaVinci. Steadman is best known 
for his frenetic line-art contributions to the books of gonzo journalist Hunter S. 
Thompson and to a plethora of Rolling Stone covers. 

Also brewing is a multimedia version of Red Ranger Came Calling, a story¬ 
book by Berkeley Breathed of Bloom County/Opus fame. Breathed did a multi- 
media “reading” of Red Ranger at Storyopolis’ gallery space 
last December, replete with digitized video scenes from the 
book created by Apple Computer. Storyopolis even has plans 
for a TV version of the Breathed book. (Storyopolis; 310- 
358-2500; not yet priced) — Donald St. John 



I Do (...Need Help) 


P lanning a wedding can take longer and be more frustrating than getting 
through Myst, and you won’t get another chance to do it right. But think of 
the upcoming Emily Post’s Complete Guide to Weddings on CD-ROM 
is the ultimate electronic manual for the big event. The disc is based on Post’s 
bestselling etiquette book and can help you 
through the confusion of planning your ceremo¬ 
ny, reception, and even the honeymoon. 

You’ll find info on potential locations, 



phers, music, and more. The Guide also helps 
you track guest lists, gifts, the budget, and all the 
other spiraling wedding minutiae. If you don’t 
know where to start, just switch to Wedding 
e, you’ll find plenty of good ol’ etiquette from 
Auntie Em herself, served up in tasteful video clips. As a wedding gift, 
HarperCollins throws in the hardcover book free. (HarperCollins Interactive; 
800-424-6234; $49.95) — Christine Grech 


Consultant mode. And, of cc 
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Platform: Win CD 
Ship Date: April 
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ews about the Internet 
■ywhere you 
i—in newspapers, 
magazines and on TV. But 
the media’s involvement in the Internet is alt.tv.beavis-n-butthead, alt.tv.commercials, 
a growing story itself. and alt,tv.simpsons. 

CBS’s impressive Web page (http:// America Online has a slew of TV top- 
'.cbs.com/) offers late-breaking news icals. Choosing the keyword “ABC” 
well as inside stories on The Late Show takes you to an elaborate forum that 




with David Letterman and 
The Late Late Show with 
Tom Snyder. You’ll get pic- 
stars, program 
scheduling and descriptions, 
and links to other media- 
based WWW pages. You 
can also subscribe to 
Letterman’s Top 10 list by sending e-mail 
to the new address: listserv@listserv. 
clark.net with SUBSCRIBE TOPTEN in the 
body of the message. 

Not to be outdone, NBC has set up a 
for The Tonight Show with Jay 
Leno at http://www.nbc- 
tonightshow.com/ featur¬ 
ing monologues, gags, 
behind-the-curtain footage, 
program listings, and quotes 
from notable guests. 

Check out the Usenet 
newsgroup series rec.arts.tv 
commentary on the tub 





includes coverage of the daytime 
soaps, games, and talk 
shows, as well as the play- 
by-play on ABC Sports. 
MTV has its own presence 
(keyword: MTV). Catch 
more serious fare through the 
CNN Newsroom (keyword: 
cnn). Find out who’s next on 
t with Ricki Lake or Geraldo 
(keywords: ricki lake and geraldo). Or, 
catch the legal drama at Court TV’s Law 
Center (keyword: court tv). 

Delphi has a TV/Movie spe¬ 
cial interest group. (Type: GO 
GRO TV) You’ll get messaging; 
Internet, Usenet, and gopher 
access; and a database of files. 
Delphi also has some insider 
Fox TV material (such as The 
X-Files and FX Channel goodies), as both 
for pithy companies are owned by Rupert Murdoch’s 
There’s News Corp. Type GO ENT to look over 



rec.arts.tv.mst3k, which focuses on the Delphi’s full Entertainment menu. 

antics of Comedy Central’s Mystery Science With so much material about TV online, 

Theater 3000, and rec.arts.tv.soaps for the you may find yourself spending more time 

sudsy residue of daytime TV dramas. The reading about it than watching it! 

alt.tv.* group includes such gems as — AndyFAdy 
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You can hear your breath, 
your boots pounding on metal stairs. 
There’s only one way out. 

20 more feet,..15...10. 

You’re almost there when suddenly 
from out of nowhere 
an 8-foot-tall green alien drops down 
and lunges at you with a spear, leaving you 
approximately .08 seconds to.act. 

■ jkfc 

This may be a good time to ’ * s. 
mention the superior processing speed 
of a Power Macintosh. 



For vastly superior gune play, arm yourself with a Power 
Macintosh" computer. It offers better graphics, smoother 
animation* and, in some cases, the chance to meet 
those from cultures intriguingly unlike your own. 




In fact, games for Power Macintosh are like nothing on 
this planet. But see for yourself. Call 800-538-9696, and 
we’ll be happy to tell you where you can get into a 
game. But not, alas, how to get out of it. 


PowerMacintosh 


Apple m. 







SHARI 


EDGE 



TCP/IP and HTML (the I 



Star Talk with Charlton Heston 



I f there was ever a man bom to 
play a biblical heavyweight or 
a wild-eyed Roman chariot 
driver, it’s Charlton Heston. 
Tall, strapping and clench-jawed, 
age has done little to slow the 
septuagenarian who brought 
Moses to life for millions in the 
1956 classic The Ten Com¬ 
mandments and won the 
Academy Award for Best Actor 
for his title role in the 1959 flick 
Ben-Hur. Heston was 
one of the first actors to 
work in television, 
appearing in adaptions 
of Broadway plays as 
early as 1948. And 
almost 50 years later, 
he’s taking on the inter- 

CD-ROM. 

Charlton Heston’s 
Voyage Through The 
Bible will arrive this fall 
from Jones Interactive. 
Electronic Entertain¬ 
ment contributing edi¬ 
tor James Daly recently 
spoke with Heston 
about this new artistic 
palette. 

Electronic Entertain- 
: How do you 
CD-ROMs will 
t the acting pr 

Charlton Heston: I think Steven 
Spielberg is right. This is the 
future of movies. Just as we saw 
silent films go to sound, then 
color, then move into video, this 
is the next frontier. It opens up 


an exciting new world for actors. 
We shouldn’t be intimidated by 
it Of course, if they advance the 
technology too much, they won’t 
even need actors. And then I’ll be 

E 2 : Do you see the group expe¬ 
rience of going to the movies 


E 2 : What's the ramification of 
interactive CD-ROMs from a 
storyteller's perspective? Don’t 
you think people just want to 
be entertained and be kept 



work at tt? 

CH: I would hope people will be 
intrigued by seeing more. With 
the Bible CD-ROM, the first 
level is straight narrative, then 
we add a little bit of back¬ 
ground, and finally a vast 
database of background 
But I still think the 
itive will 
always be the first and 


Wont this alienate a por¬ 
tion of society that cant 
afford access to this enter- 


CH: Forty years ago, TV 1 
sets costs $800 or $900, | 
so they were owned huge- i 
ly by at least middle-class is 
families. But the price | 
dropped, and they were § 
available to everyone. 
That’s happening with 
that marvelous feeling of sitting PCs. And this will need to con- 


together in the dark and letting 
tell you a story. Now 
watch a video by your¬ 
self in the dark, or with your 


tinue happening, because this 
really is the future of movies. 
Not all movies, of course. You 
couldn’t make a CD-ROM of 


family at home. I guess they call Dumb and Dumber. Well, you 


it cocooning. 


could, but what’s the point? 
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There you are, flying through the air 
with the greatest of ease when 
the air-to-air missile locks on you 
and starts homing in. Let it close to 4 miles. 
Roll 90 degrees into it and start laying chaff 
and flares like crazy It’s still coming. 

Keep turning. G forces. Everything’s going black. 
Turn harder oryou’re dog meat. 

You’re dog meat. 

Even a Power Macintosh 
can’t do everything. 



Games for the Power Macintosh" computer have better 
graphics and smoother animationr Thanks to the siz¬ 
zling processing speed of the PowerPC" chip, they 
also deliver dismjy timely, realistic payloads. 

PowerMacintosh 




lb find outwhereyou can take a test run, give us a 
call at 800-538-9696. Then go strap yourself into 
the cockpit of an F/A-18, and be prepared. The 
animation won’t jump, but you may have to. 


Apple «§. 









Multimedia News 






6PleX six-speed CD-ROM is a 



tion. The drive will also come bun- 



One-Piece Power 


W ith its new 1995 line of 
Macintosh computers, Apple is 
once again hoping to chal¬ 
lenge the dominance of x86-based PCs. The 
innovative new units include a one-piece 
PowerPC model, a Macintosh with a built- 
in 486 chip, and MPEG video compression. 
Look for the units first as LC models for 
the education market; they’re scheduled to 
turn up later this year as Performas with 
slightly different configurations and prices 
for the rest of us. 

The top-of-the-line 5200/75 LC stuffs 
a new 75MHz PowerPC 603 chip, 8MB 
RAM, a double-speed CD-ROM drive, 
and a 500MB hard drive into a clever 
one-piece box. The 5200’s options include 
video and TV-tuner cards and Insignia’s 
SoftWindows program to run Windows 
applications. The 5200 lists for $1,699. 
Mac lovers into PC games will like the new 


LC 630 DOS Com¬ 
patible. You get a 

66/33MHz Motorola 68040 chip and a 
486DX2 66MHz processor on the same 
motherboard, so you can run both Mac and 
PC tides at full speed. The unit includes full 
Sound Blaster 16 compatibility as well as a 
joystick port, all for $1,899. 

Both machines support Apple’s new MPEG 
full-motion video card (due out this spring fetr less 
than $300 with bundled tides), but you’ll need 
the separate Apple Video System card at $149 to 
use it. (Apple Computer; 800-767-2775) 

—Fredric Paul 


Format: Mac 

Ship Date: April for schools, 

summer for consumers 





The initial version of WorldsAway looks a bit hokey; the stiff, cartoony avatars lack detail and don't move their 
mouths. And although Fujitsu plans to upgrade the design options as the fledgling service gains momentum, com¬ 


munication is currently restricted to colored thought bubbles that appear when you type text into the chat box 
CompuServe plans to roll out the service, now in beta testing, in July. (CompuServe; 800-524-3388; $4.80/hr) 

-Donald St John 

Format: PC, Mac Ship Date: July 
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Johnny Mnemonic. 
Soon you won’t be able to 
yet it out of your head. 



“Best film action in a game yet!” —Johnny Wilson, Computer Gaming World 

JOHNNY MNEMONIC 


A new, groundbreaking CO-RDM game for the PC and MAC. 

Based on the short story and screenplay by William Eibson. 
The movie coming to theaters everywhere from TriStar Pictures. 
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Tomakeltmore 
realistic, we'd 
have to kick 
dust in your i 


LAN for the ultimate race 
— with up to 8 players at 
the same time*! 

Visit your local software 
dealer today, or call 
1-800-346-2300. 


■ MULTIPLE CAMERA 
PERSPECTIVES. 

Watch the action from 
practically any viewpoint 
by simply changing 
camera angles. 

m FOR UP TO 
8 PLAYERS ON LAN! 

You can play solo against 
intelligent computer- 
controlled drivers. Or 


U SMOOTH-AS-SILK 
ANIMATION that can go 
as high as 60 frames a 
second — rivaling the 
hottest coin-op hits! 

U 16 HEART-STOPPING 
TRACKS in different cities 
around the world. Each 
track features hidden 


With its advanced tech¬ 
nology and powerful 
features, SUPERKARTS 
already makes all other 
racing games eat its dust: 
■ REVOLUTIONARY RT30 


an . 


IB1 M 


ENGINE so high-tech, it shortcuts, power-ups, against a friend using the ^SSSS^iSS^miSSm 

generates fully-textured jumps, pitlanes, oil slicks simultaneous 2-player 

3D graphics in real time — and its own awesome split screen. Best of all '.' , *"« A » > ese ™ d - 


— even on a 386 PC! music soundtrack 7 get on an iPX-protocot *CD version only. 






^^6:02 AM- 
7:03 AM - HAS TEQUILA 
9:31 AM - PUNCHED 

12:02 Mfl- 

csi ra - nun m 

MIDMIGHT - TOOK ft AMD 




woke u? in luirsni. 


WITH CORN FLAKES. 


our the bartender. 

CAKED MOM. 


«l»f «ur OF 11 onus. 



HEVER LOOKED BACK. 


You're Ben. You're on the road. You're indestructible. 

And you'll do whatever it taires to clear your name from a bum murder rap. 
Liit fighting ugly gangs with futuristic biires and Neolithic weapons. 

Running big-rigs off the road at 100 mph. Mailing people pay. 

But that's what happens when you live your life at "Full Throttle'.' 




Spotlight 


BIG PERFORMANCE WITHOUT A BIG NAME 



Star Quality 

N ot every computer needs a well-known brand name on the box to warrant 
your attention. Case in point: the Intelesys Star 90 from Intelligent 
Computers and Technologies, which lacks name-dropping clout but compensates by 
giving you all the components of a top-notch multimedia PC-all for around $2,600. 
That may sound a bit pricey, especially for an off-brand PC, but consider what you 
get for the money: a truly speedy 90MHz Pentium CPU; a necessary 8MB of RAM; a 
720MB hard drive; an ultra-fast Diamond Stealth 64 PCI local-bus video card 
with 2MB of its own memory; a quad-speed CD-ROM drive; a combination 
fax/14.4 Kbps modem/voice mail/16-bit sound card; a crisp, 15-inch Super 
VGA monitor; truly decent speakers with an AC adapter; and a pile of soft¬ 
ware, including Interplay's 10 Year Anthology as well as Microsoft’s Works, 
Encarta, Publisher, and Money. 

The Star 90's flaws are minor. You won't find posters to help ease setup, 
the cables aren't color-coded, and all the pieces are slightly different shades 
of beige, giving the system a mixed-and-not-quite-matched feeling. But the 
system's overall high quality makes up for any lack of aesthetic appeal. 

And when it comes to horsepower, the Star 90 needs no apolo- 
■k gies. Everything we loaded, from Hardball 4 to Mortal Kombat II, ran 
fast and without a hitch. Even the power-sucking U.S. Navy Fighters 
flew with more stealth than on other machines, thanks to the fast graph¬ 
ics card and local-bus disk controller. 

If anything should go wrong, Intelligent Computers supplies the 
Computer Care Kit, a box of useful information that includes the user's 
manual, cards with information on creating backups and upgrading the sys¬ 
tem, and a Rescue Diskette designed to reset the computer to its original fac¬ 
tory settings in the event of a major snafu. Intelligent Computers also offers 24-hour toll-free technical support, 
a 3-year limited warranty, and one-year on-site service. 

Don't look for the Star 90 at your local computer store, though; Intelligent Computers ships the system only 
via mail order. (An identical machine, the P90/720, is sold under the Amerigo brand at about 400 retail stores.) 
If you don’t need the status appeal of a well-known brand name, the Star 90 delivers the goods for less. 
(Intelligent Computers and Technologies; 800-577-2486; $2,599) -Christopher Lindquist 


I 


Rating: * * * * 
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History Lesson 

F olks who go running for the tall grass each time the words “history” or “science” 
comes up may find themselves rethinking their prejudices with Ideas That 
Changed The World. The rich and satisfying disc is based on the best-selling book by 
Robert Ingpen and Philip Wilkinson and offers a zippy tour through history's greatest 
discoveries and inventions. 

A gorgeous interface leads the way as you delve into history, exploring everything 
from early flint tools to ancient medicine through to the technological revolution. The 
simplistic text is redeemed by the first-rate presentation. When you’re exploring early 
tool construction, for instance, the ambient sound of a hammer working steel adds 
impact to the material. (Integrated Communications & Entertainment/Cambrix Publi¬ 


shing; 800-992-8781; $49.95) 


—James Daly 



Format: Win/Mac CD 
Rating: * * * * * 


Say “Hello” 

To Bob 

M icrosoft Bob, a new Windows 
interface geared for home 
computer users, seems designed for 
people who watch a lot of Regis and 
Kathie Lee. It targets housewives-not 
rocket scientists, or anyone else with selecting a room with a view is a breeze in 
even an ounce of techno-sawy. Microsoft Bob. 

Not a "who" but a "what," Bob is per¬ 
sonified by a yellow smiley face with glass- checkbook, financial guide, household man¬ 
es. The 12 self-consciously cute “friends of ager, and letter-writer. There's even a version 


Bob’-including a dog, a cat, a bug, and a 
coffee-slurping dragon-act as your animat¬ 
ed guides through Bob’s “house," a color¬ 
ing-book-quality environment with five 
rooms that you can customize by adding 
and changing the furniture, knick-knacks, 


of GeoSafari-an educational trivia game. 

When you enter a friend's birthday in the 
address book for instance, the notation auto¬ 
matically appears in the calendar. You can 
also custom-design a birthday greeting for 
your friend in the letter writer, and then e-mail 



to give you access to any of your other 
Windows programs from within Bob. Of 
course, once you load Bob’s hefty 32MB 

room for many other programs. 

Bob will be sold as a stand-alone product 
and will also come pre-installed on a number 
of PCs. Gateway 2000, NEC, and others have 
already agreed to bundle Bob with some of 
their machines, in much the way that Compaq, 
Packard Bell, and other vendors pre-install 
simple interfaces with their home computers. 
Pre-installation certainly makes the most 
sense, since anyone who is able to install Bob 
will probably feel stifled by its warm and fuzzy 
embrace. And while this version may lack 
sophistication, you can expect to see more 
“social interfaces" as the technology improves. 


i 

t 

i 

J 


you use Bob’s eight integrated ' Bob’s simple menus can 

applications, including a calendar, J|^ __ >■ 1% guide you through the process 

address book e-mail, electronic 1 of bringing in your existing icons 


-Suzanne Freer 

Format: Windows, Win CD 
Rating: * * * 
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e from Lynns helps 
the two work together to get aspiring guitarists’ fingers flying. 

The G-Vox Blender collection of learning modules displays guitar exercises on the 
l a comfortable pace and then speed up as you get better, 
of black-and-white guitar necks, with dots indicating where 
I your fingers should go-sort of the six-string version of a “follow the bouncing ball" sing-along. 

The program also displays traditional music notation and guitar tablature, not to mention 
a built-in metronome. The most important feature is the speed adjustment bar, which lets 
you begin at a plodding 30 beats per minute, then crank it up to a blinding 240 bpm. 

The collection features workouts on basic scales and riffs-the distinctive series of notes 
or chords that anchor most rock songs. Although the examples are too short, they provide 
great technique and patterning, exactly what you’ll need to get better. 

Accomplished players will enjoy the Steve Morse Prime Cuts collection; the longtime 
leader of the Dixie Dregs is legendary for his lightning-fast, clean technique. It’ll take true 
daring to match the master at 240 bpm. (Lyrrus; 215-922-0880; $49.95) 

-Donald St. 

FO, ™g‘ * * * 



JBL Sounds 
Off...Key 

Some products should spend more 

Sound Effects Media 2 Speakers 

illustrate why. 

The 10-watt Media 2s have all the 
standard features plus a volume control, 
two inputs, bass control, and a pow- 
ered-down “standby” mode when no 
sound is being played. When they are 
playing, they sound pretty good, 
although the slim cases simply don’t 
have the resonance needed to deliver 
adequate bass. 

Industrial design, not sonic perfor¬ 
mance, is the big problem. A trim profile 
usually saves desk space, but the Media 
2's folding L-shaped design ends up 
confiscating more tabletop than most 
box-style speakers. You can’t even 
mount them on your monitor. Hey, JBL, 
ever heard of Velcro? (JBL Multimedia; 
800-366-4525; street price $100) 

-Christopher Lindquist 



Unfortunately, trying to read a novel on-screen will have you 
bleary-eyed before you're through with Chapter 1. (Byron Preiss 
Multimedia; 800-482-3766; $49.95) -James Daly 
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After 70 years, 
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life? Actually, fuin , but such 

these are just 

some of the delights in Starlite Productions’ 
four-CD-ROM gallery of old monster movies. 


sics as Godzilla, The Blob, and i 
awful late '50s screamer complete with shrill 
s. Each disc includes a 
• and some provocativ 
commentary. Unfortunately, the clips appear in 
a minuscule video window. If you look closely, 
though, you’ll still enjoy the cheesy monsters 
and even cheesier acting. (Starlite Product¬ 
ions; 800-788-0787; $29.95) -Joy J. Ma 


Letting You 
Off Your Leash 




W hat could be better than unrestricted 
gameplay? AITech’s Wireless Ban¬ 
dit gives you that freedom. The package 
includes a pair of wireless infrared multi-func¬ 
tion gamepads and a receiver that plugs into 
your computer's sound card through the MIDI 
port. The receiver creates a particularly broad 
pick-up range by including three infrared receptors. In fact, the farther back you are 
from the receiver, the broader and better the reception is (up to 40 feet). The Bandit 
is a piece of cake to install, and it worked with all the games we tested. (Fo 
batteries are required.) 

Beyond the standard A and B buttons, you'll find some useful extras. Tf 
turbo functions for A and B, and each controller has a “professional function 
that activates two Shift keys for making sneaky combination moves in fighting 
Finally, for scrolling shooters like Apogee’s Raptor, the two hands-free autorr 
switches trigger a flurry of fire on A or B. Be advised, though: The hands-free 
es are not as ideal for fighting games as for shooting games. 

One small annoyance is that you have to keep the Wireless Bandit’s control 
when you’re playing close to the receiver. Drop the nose of the gamepad, and 
nals may miss their mark. The Bandit works best when you sit farther away f 
receiver in an area free of light-absorbing objects like dark mouse pads or wri 
Place the receiver beside your monitor (or even further back) if you sit righ 
screen when you play. 

If you've ever gotten tangled in your controller cord and missed a crucial 
cut, you'll welcome the freedom the Wireless Bandit gives you. (AITecI 
882-8184; $59.95) -Bit 

PC 
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Stop waiting for someone else to let you into the 
Multimedia Club - Take charge of your future and smash 
through those limitations. The MediaMagic™ Multimedia 
Upgrade Kit installs quickly and includes all the tools you 
for a multimedia frenzy - in a single box. It’s fast, it’s easy 
and it does away with all the excuses. 


What’s Inside? 


Each MediaMagic Multimedia Upgrade Kit has 
everything you need to transform your PC into 
an extreme Multimedia machine, including: 

O MediaMagic 4X CD-ROM Drive 
© ISP-1616-Bit Audio Board* 

© A Pair of Stereo Speakers 
© A Comprehensive Multimedia Software Library 
@ All Required Installation Accessories 


© How-To Installation Video 

MediaMagic’s Global Presence 


800 - 494-1108 


As a subsidiary of IPC Technologies, a diversified 
global organization with interests in virtually every 
aspect of PC Technology, MediaMagic offers an 
extreme commitment to innovative products and 
responsive service. For example, MediaMagic and IPC 
support each product with comprehensive technical 
support seven days a week, 24 hours a day. It’s just one 
benefit of IPC’s (and MediaMagic’s) global presence. 


10300 Metric Boulevard 
Austin, Texas 78758 
512-339-3500 • FAX 512-454-1357 
International Sales: 512-339-3547 
Look for Us at Comdex Booth #8616 

MediaMagic 


A Division of IPC Technologies, Inc. 


Ad Code: 1108 








But Grolier tries to uncover the true grit of 
one of the West's most legendary towns 
and figures in Wyatt Earp’s Old West. 

The dusty backdrop is the tiny town of 
Tombstone, the site of the famous 1880 
shootout at the OK Corral. After a short 
intro from George, your white-bearded nar¬ 
rator, the town’s yours to explore. Visit any 
of 44 diverse locations-the hotel, saloon, 
cantina, etc-by pointing and clicking on 
the photo of the building or choosing it from 
the map screen. Each building has a narrat- 


a video. For example, a tour of Sheriff 
Earp’s office reveals a daily routine that was 
hardly glamorous-mostly checking cattle 


arcade-style 
Games’ Mad Dog McCree. Gunmen pop¬ 
ping up and taking potshots at you add a lit¬ 
tle life to the ghost town, but imagine if you 
could buy some land, play some poker, or 
watch a public hanging. 

Plus, while you hear snippets of informa¬ 


tion about Earp and his brothers, there's not 
enough to give a complete picture of the 
title's namesake-Wyatt himself. It would 
have been more enlightening to devote an 
entire section to his story alone. 

Nonetheless, for a fun trip back in time 
to the days when the cowboy was king, 
catch the next train to Tombstone in Wyatt 
Earp’s Old West. (Grolier Electronic Publi¬ 
shing; 800-285-4534; $49.95 

-Bill Mi 


the trick by submerging you in hundreds of beauti¬ 
ful underwater videos, photos, and paintings, but 
overbaking the experience with a desiccated, aca¬ 
demic presentation. Instead of highlighting the nat¬ 
ural excitement of the deep sea, Coral Reef delivers 




high-school science project Despite a clear inter¬ 
face, complete with pop-up labels and summaries, 
attractive rendered backgrounds, and a good search 
function, Coral Reefs stories, tours, and special 
exhibits play like the slide shows everyone slept 
through in ninth grade. (Maxis; 800-336-2947; 
$39.95) -FredricPaul 


Sarah Singer 
In the House? 

N ew-age-folkie Sarah McLachlan may seem like an odd choice for 
multimedia pioneer status. But The Freedom Sessions from 
Nettwerk Productions proves that multimedia music discs can work well 
in any genre. 

McLachlan broke out last year on alternative radio with her hypnotic sin¬ 
gle ‘Possession.’’ Clips from the excellent ‘Possession’ video, along with 
video cuts of six other songs from her three albums, serve up an aural and 
visual sampling of her work. The title also offers up vignettes of McLachlan 
talking about her work, her band, and her tours, including clips of her 
Thailand benefit tour. The package is rounded out with engaging artwork 
and eight unreleased audio-only versions of McLachlan tunes, including 
her sweet cover of Tom Waits' “Of 55"-a big 1970’s hit for The Eagles. 

Similar releases from lesser-known bands Ginger and Mystery 
Machine are also available from Nettwerk. (Nettwerk Productions; 800- 
764-3472; street price $15.99) -Donald St John 
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Just Grammy 
and Me 

I f there is one set of entertainment 
awards the world can do without it’s the 
Grammys-which honor accomplishments in 
musical entertainment Just how seriously can 
anyone take an award that recognized The 
Anita Kerr Singers over the Beatles in 1965 
for Best Pop Performance By a Group? 

Despite its best efforts, Mindscape's The 
Grammys can’t escape the enduring 
banality of its subject To its credit though, 
the Mindscape disc does a decent job of 
documenting-with minute-long QuickTime 
video clips-some of the rare highlights of 
the award ceremonies over the years. 
Particularly good are the 37 Grammy show 
performances: for every fatuous Harry 
Connick Jr. shot there are sublime Miles 
Davis and rocking Los Lobos clips. You can 


* * * * * 


Digi-Snaps 


30 May 1995 • ELECTRONIC ENTERTAINMENT 














Explore The Secrets Of An 
Ancient Civilisation Lost In Tif 



Disds Entertainment ] 
an ELOI Production 


Resolve the tasks set be 
and go on to greatness* 
Fail and be lost forever! 


CD-ROM GAME FOR WINDOWS AND MACINTOSH 

AVAILABLE NOW AT YOUR FAVORITE RETAILER OR CALL 1-800-567-4321 
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Roberto Alomar faces Jack McDowell 
in oil-stir bitting mode. 


The Reds'Deion Senders steps up 
to fire the Breves 'Dreg Maddux! 


Albert Belle of the Indiens rips e shot 
off the Orioles'Mike Mussim! 

t All28 Major League Teams (,100 Major League Players, 
including Met riff, Bagwell, Key, Canseco and Bonds! 

M Draft & trade players. 

a League, All-Star, Playoffs (, World Series action! 
a Multi-player leagues-several friends can all be in a league together, 
a Large battery saves complete individual, team and 
league leaders statistics. 

a All-Time treat Players, including Lou Cehrig, Dizzy Dean & TyCobb! 

a "m BEST JUST DOT BTTTTR... ALL TUT STATS, ALL TUT STADIUMS, 
INCRTDIBLTANIMATI0N...W0RLDSTRITSBASTBALL‘95IIASITALL." 






















Alistair gazes at the Alien Invasion. 

1 It’s a Wild World I 

W hat happens to cavemen in outer space, or 
dinosaurs in the Wild West? Let the little ones show 
you in Kids World, a unique creativity program for ages 5 and 
up. Kids World is kind of like a paint program, but its electronic 
stamps are animated and interact with one another-often 
with unpredictable outcomes. 

When the kids are done watching the action, they can turn it 
into a screen saver. Kids World scenes will work with any pop¬ 
ular screen saver engine, such as Berkeley Systems’ After Dark, 
Bit Jugglers’ own Underware, and even the screen saver built 
into Windows. (Bit Jugglers; 415-968-39908; street price $30) 
—Christine Grech 


Alien Invasion fea¬ 
tures many thoughtful extras for 
parents and kids. The audio help 
at the beginning of the program 
is easy for the youngest children 
to follow, and Alistair’s clever asides will make even grown-ups 
smile. Five original songs and jazzy sound effects keyed to each of 
the exotic plants add to the fun. There's also a related game, The 
Alien Plant Quest, in which kids explore the story's environments 
searching for rare plant specimens. (Simon & Schuster 
Interactive; 800-223-2348; $59.95) 

-Christine Grech 


Proper Fun 


Platform: Windows/Mac 
Rating: * + + + 


Platform: Win CD/Mac CD 



Rating: * * + + + 
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Lau$h and Learn with the 
Craziest Superhero This Side 
of the Lunar Surface 



For more information 
call 1-800-898-8842 


Enter a real Hollywood-style cartoon with zany charac¬ 
ters and funny adventures. Meet Emma C. Squared who, 
while trying to unlock the secrets of the universe, acci¬ 
dentally unleashes Entrobe (the greediest two-tons of 
glutton you’ve ever seen) and his not-so-slick sidekick, 
Kid Chaos, from their extraterrestrial particle prison. 


Help Hyperman solve challenging science prob¬ 
lems and stop Entrobe from ruining everything. 

Entrobe is bent on turning the world upside-down 
by altering the earth’s chemical, physical and 
biological properties. It’s up to you and the 
superhero Hyperman to save the universe from 
total disaster. 


KTPERKAl 


Discover the deep secrets of nature in 
Emma’s science exploration lab. Create 
mutations in the evolution chamber terrarium. 
Find bizarre micro life with the high powered 
electron microscope. Learn how to use refracted 
light to squelch a volcano, make cows fly 
through the sky, and fly a stinky methane 
hot air balloon (whew!). 





For Parents Only 


edutaiNMeN 


THREE NEW SERVICES 

Cyberspace 
Just for Kids 

K ids love computers, and a new trio of interactive services 
caters just to them. Infonautics’ Homework Helper is a 
Windows service available through Prodigy that’s designed to 
help school-age kids do research. Just type in a question, such 
as “Who invented the steam engine?” or plug in a topic, such as 
“The Panama Canal,” to search the database of articles, 
newswires, magazines, maps, photo libraries, encyclopedias, and 
H other reference works. The program sorts the results to put the 
best matches at the top. 

To see an article or view a map or photograph, click on the list¬ 
ing. There's no limit to the information that you can explore-except 
your pocket book. Infonautics charges based on the total time spent 
on the service, not per article. Adults will find Homework Helper a 
valuable resource, too. (Infonautics/Prodigy; 800-776-3449; 



$9.95/month, including 


s; $2.95/ 

hour after that) 

What on Earth, a 

new cable-to-computer 
service, also lets kids 
explore information at their own pace. They 
get a choice of six multimedia news stories delivered to their-or 
their school’s-computer each day. Kids can look at videos and 
photographs, and listen to sound clips while they read the story. 
What on Earth also features related games and learning activities. 
For access to What on Earth, you need TV-cable sen/ice and a Mac 
or Windows PC. (Ingenius; 800-772-6397; $150/year) 

Finally, there's The Slammer Whammer Network, a wacky 
new bulletin-board service dedicated to the raging milk-cap craze 
(ak.a POGs, after the Papaya-Orange-Guava juice that the original 
caps covered). Kids can dial in to exchange playing tips, make 
trades, or just chat The Network, hosted by Slammin’ Sam, is free; 
you pay only for the phone call to Los Angeles. (The Imperial Toy 
Corporation; 213-489-2100; BBS access, 213-362-9033) 

-Christine Grech 




X Marks the Spot 
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Platform: Win/Mac CD 
Rating: + ■¥ + 











The fun way to learn popular 
card games on CD-ROM! 

Playing cards has never been this much fun! Your 
child will enjoy hours of endless fun on the computer 
playing with hilarious, fully-animated cartoon 
opponents. Also includes exciting activities such as 
painting, creating banners, sandwich making, doll 
making and silly hot spot animations. 


AGES a-io 


ATTENTION PARENTS 

Your child will learn: 

■ Simple mathematic skills (pre-math) 

■ Shape and color recognition 

■ Number recognition 

■ Logical thinking skills 


Let the computer teach your 
child to play cards. 


V CRAZY EIGHTS 

♦ HEARTS 

♦ FISH 

A OLD MAID 

♦war 

^TWENTY-ONE 

♦ KLONDIKE 


VC RE AT 
1 CARD 
' GAMES 




g putAbito y 
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C COREL 










Game On 

Corey Sandler 


Why A Duck? 


I n the high-tech world of digitally com¬ 
pressed video, where less truly is more, 
The Duck Corp. is making visible waves. 


Duck’s TrueMotion technology is a scheme 
for delivering the multimedia holy grail—fully 
interactive, full-motion, full-screen video in 
personal computer games and multi- 
media titles—without the need for 
special hardware. TrueMotion algo- 


an adventure game to look for a clue, 
TrueMotion will let you do it. With MPEG, 
the nearest key frame could be off by more 
than a half-second. 

(Of course, many companies producing 
full-motion video games use proprietary tech¬ 
nology. Games like IVI Publishing’s Blown 
Away or Slam City with Scottie Pippen from 


rithrns 


ss full-m 


and audio within each frame and can 
be used on nearly all modem comput¬ 
ers and game platforms. And unlike 
video-compression competitors such 
as MPEG (Moving Picture Experts 
Group), TrueMotion is well-suited for 
interactive multimedia and games. 

MPEG, originally designed for 
straight video applications, compress¬ 
es video by specifying a key frame of ™“‘ 
information and then creating a set of differ¬ 
encing frames that include only the informa¬ 
tion that changes from frame to frame. Game 
developers who want to switch video paths or 
highlight a particular bit of information 
must wait for the next key frame before stop¬ 
ping the video stream. Just as important, 
users need an MPEG decoder card to play 
MPEG video with VHS-picture quality. 

On a modem computer with a reasonably 
powerful processor, like a 486, 68040, or 
equivalent, Duck’s software can decompress 
and display full-screen images at 24 to 32 
frames per second at 640-by-480 resolu¬ 
tion—without special hardware assistance. 
Faster processors bring even greater quality. 
Just as important, Duck’s intraffame formula 
works like a roll of film, with every frame 
individually available. That’s critical when 
computer video moves from linear couch 


to freeze the action at a pre- 
; a particular video frame in 





Instead of Just 
watching, you’ll be 
able to pick up, 
rotate, and zoom 
in on video objects 
or characters. 

Digital Pictures work their magic with their 
own video schemes.) 

The first uses of TrueMotion are already 
on the market. In Gametek’s Quarantine (on 
DOS CD-ROM and 3DO) full-screen video 
introduces the story of Drake Edgewater, a 
21st-century cab driver cruising in his modi¬ 
fied ’52 Chevy hovercab. Crystal Dynamics 
used TrueMotion to squeeze 24 minutes of 
full-motion video, along with a full game, 
onto its Off-world Interceptor 3DO disc. 
ABC/EA Home Software will use True¬ 
Motion encoding in an upcoming Pentium 
version of Sesame Street: Numbers. And 


Capcom, the game maker that made a suc¬ 
cessful transition from cartoon video charac- 

Street Fighter property, has licensed 
TrueMotion technology for future games. 

But full interactivity will have to wait for 
The Next Neat Thing. The folks at Duck are 
working on something they call “Compren- 

_ ding,” an amalgam of compression 

and rendering. Comprending con¬ 
verts a digitized image into a video 
sprite that you can move around on 
the screen. Instead of just watching, 
you’ll be able to pick up, rotate, and 
zoom in on discrete video objects. 
Duck’s latest demonstration system 
lets you independently manipulate an 
infinite number of video objects. 

In a fighting game, for example, 
you’ll control your fighter while also 
affecting the actions of the crowd, the 
ref, and many other background ele- 
Because each screen object is a sepa¬ 
rate animated sprite, you essentially take con¬ 
trol of the game from the designer. 

You’ll see the comprending project in the 
upcoming release of Sega’s 32-bit Saturn CD- 
ROM game machine. Duck’s microcode has 
been embedded within Sega’s SH2 RISC 
processor. Saturn games will let you control 
video sprites much more completely than on 
today’s video or computer games. 

But, as Chico Marx once asked, “Why a 
duck?” For a magical period in the early 
1980s, IBM loosened its fabled blue-suited 
culture just enough to allow a group of rela¬ 
tive renegades to create the IBM PC. Don 
Estridge and his crew in Boca Raton, Florida, 
were nicknamed the “ducks.” Through the 
years, other groups of “wild ducks” have 
been employed by various companies for 
other non-standard projects. Interestingly, 

when he took over at IBM was that he would 
bring back the ducks. The next generation 
of games will likely walk like a duck. ^ 
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94% Rating, 

Triad Award Winner 

Computer Came Review—February 1995 


Winner—1994 Best 
Breakthrough Game 


Best Software 
Developer: Bullfrog 


“The graphics are stun¬ 
ning, the sounds are 
amazing, the play is 
fast 






Tube Man 

Keith Ferrell 


Keep Watching 


more than a few occasions, I've 
concluded this column with the 
encomium: “Keep Watching.” Now I'm 
beginning to think my advice was mis¬ 
placed, or at least premature. We have 
not yet, as it were, begun to watch. 

The relationship between full-motion, live- 

grows more intimate every day. Everyone, it 
seems, is touting full-motion video computer 
games and multimedia. Everyone, it seems, 
hyping games starring real actors—or at lea 
real movie-of-the-week-level personali¬ 
ties. The classic examples are Wing 
Commander IE, starring Mark Hamill, 
and Under a Killing Moon, featuring 
Margot Kidder and Brian Keith. 

This may be—again!—a case of 
the technological cart getting ahead 
of the game-play horse. As com- 

has grown, designers and producers 
have the chance to show more lifelike 
pictures, and to move those images in 
more lifelike manner. The jump 
action seems like a logical step. 

Logical, maybe, but risky. Think about 
it: A well-animated game offers us a world 
into which we can escape, in which we can 
fully participate. This is true whether it’s 
Donkey Kong Country or X-COM: UFO 
Defense or name-your-own-favorite. 

Live-action filmed games are different. 
For one thing, today’s interactive video 

tivity and infinite choices of games that ren¬ 
der the action as they go. Players can watch 
only the action that the game makers put 
on the disc ahead of time. 

With less control, there’s less room for 
imagination and less opportunity to identify 
with the central characters. And when the 
filmed sequences remain separate from the 


game play, there’s an uneasy balance 
between the filmed actors and the game itself. 

The risk is that the game becomes more 
voyeurism and less participation. Compare 
Return To Zork, with its mini-movies and 
video cutaways, to the original text game. 
The text games were uneven and rudimen¬ 
tary, but they carried an imaginative 
freight that the new versions do not. 



Too many 
companies seem 
to think that video 
alone is all a game 
needs to make 
it great. 

There’s more to see now, but less to feel. 

That may be unfair, because the simple 
addition of full-motion, live-actor video 
doesn’t compromise a game in and of itself. It 
does, in and of itself, distract from the game. 
When there are imaginary (animated) figures 
on the screen, we can become them. When 


there are actors on the screen, we watch them. 

Does anyone out there remember the 
Star Trek FOTONOVELS that Bantam 
Books brought out a couple of decades 
ago? Bantam took episodes of classic Trek, 
lifted stills from the TV show, and added 
narrative and dialogue balloons a la comic 
books. What you got was the best of nei¬ 
ther world: They weren’t novels, and they 
weren’t comics. They were just collections 
of pictures with dialogue added. 

On the other hand, think of the way 
Marvel Comics used to put the occasional 
photograph to work in Thor or The 1 
Fantastic Four. All of a sudden, you’d turn a 
the page and there would be your comic > 
book hero dropped into the middle of a S 
halftone photo of New York, or the moon, | 
or whatever. Very effective, very impres- d 
;ort of like what you feel the first 
te you encounter video in Myst. 

Technology has its place, but 
not every product will rest on the 
shoulders of Live! Action! Video! 
The best games—Myst, Wing 
Commander IE, Under a Killing 
Moon, and others like them— 
use video footage as one more 
technique in the interactive toolbox. 

And as the technology improves, all-video 
computer games like the upcoming Johnny 
Mnemonic from Sony Imagesoft (Game 
News, February 1995, page 67) will blur the 
distinctions between game play and video 
sequences. These games will force you to pay 
attention to every aspect of what you see. 

The lesser products, though, the ones that 
have video and nothing more going for them, 
will give us little opportunity to do more than 
watch—and keep watching. 

Keith Ferrell is editor of Omni, editorial 
director of General Media Services, and sci¬ 
ence and technology editor for Penthouse, 
each of which covers the interactive revolu¬ 
tion in its own way. 
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ne of the best things about computer games is that you don't 
need another player to have a good time. The computer can 
be your opponent, letting you play whenever the mood strikes. 

Ironically, though, gamers are discovering that computer enter¬ 
tainment is even more fun when several players go at it together. 
New games from Doom II to Magic Carpet use local-area networks 
and/or modem-to-modem connections to let you square off against 
the guy in the next cubicle or your friend across the country. 

Although networked games have been around in one form or 
another since the text-based games that ran on mainframes in the '60s 
and '70s, it wasn't until the appearance of Velocity's breakthrough 
Spectre a few years ago that they began to penetrate the mainstream. 

Then id Software included a network-play option in its shareware 
release of the 3-D action hit Doom, and network play became the 
new must-have gaming feature, not to mention the ultimate elec¬ 
tronic thrill. Big companies that had never thought much about 
computer games in the workplace suddenly found themselves 
scrambling to create "No Doom" policies to keep Hell-addicted 
employees working instead of playing-and to keep their corporate 
nets from crashing. Legions of Doomers began joining groups such 
as the Doom Modem League looking for like-minded players who 
wanted more human opposition. 

Why? 

Because playing against a human is tougher and more satisfying 
than facing off against a PC. No artificial intelligence, however 
sophisticated, can hope to compete with the cunning and unpre¬ 
dictability of a human mind. Even more important, playing against 
the computer leaves out the emotional element. The machine just 
doesn't care if you laugh at the bloody remnants of its digital avatar, 
whereas your buddy will hate you for it. 

Unfortunately, this network stuff isn't for computer newbies. 
Unless you're lucky enough to work in an office where management 
is foolish enough to give you a multimedia PC with a hard drive and 
a network connection, be prepared to sweat a little to get things set 
up (see "Happiness Is a Home Network," on page 47). 

Once you've got the connections down, it's time to play. Fortu¬ 
nately, your choices of real-time, multiplayer, networked games are 
expanding rapidly. To experience the kind of in-your-face, balls-to- 
the-wall, cybermutoid experience that only a multiplayer contest can 
deliver, check out such games as Doom and Doom II, Descent, 
Heretic, Magic Carpet, Warcraft, Spectre VR, Falcon 3.0, Tank Com¬ 
mander, Fighter Wing, Rise of the Triad, Corridor 7, Wing Commander 
Armada, or Battledrome-with more on the way. It's the most fun 
you can have sitting at your computer. 


D Beyonc| d 

still the quintessential 





























Looking Ahead 

As the popularity of multiplayer games con¬ 
tinues to rise, look for a new flood of net¬ 
worked titles. The current versions of 
Origin’s Wing Commander Armada and 
Metaltech: Batdedrome from Dynamix may 
not be your best multiplayer bets, but both 
games hold great promise for the future. 

Wing Commander Armada’s wingmen 
and enemies are abysmally stupid and easy 
to defeat, which quickly turns every con¬ 
flict into a boring one-on-one dogfight 
against your human opponents. Hopefully, 
the game’s artificial intelligence will get 
smarter by the next version. 

Similarly, the gladiatorial Mech arena of 


m 


% 


the game looks ugly and sounds tei 
rible, which may be why you hav 
to type ROTT at the DOS proi 


:rsion of this blow- 
your-buddy-into-wreckage tank simulator 
was fun in single-player mode, and it 
should be even better on a network against 
human opponents. 


More of 
Nothing 

Unfortunately, not every 
game that you can play over 
a wire is worth the effort. 

Some games are so lame that 
even a flesh-and-blood oppo¬ 
nent can’t make them fun. 

Take Rise of the Triad. 

This first-person Doom-style 
shooter takes good advantage 
of network features and 
scores bonus points for its 
innovative broadcasting fea¬ 
ture: If you’ve got a micro¬ 
phone attached to your sound card, you 
sample any invective you’d like to direct 


your opponent and deliver it at full volume— takes more than a good 3-D engine to make a 


Multiple Macs 


great game. Corridor 7 “features” pixelated 
graphics, muddy sound, and simple level 
designs. Even though the game supports 12 

Doom II—most people would rather take 
turns playing a space marine in Hell. 
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nil Cl III I Cl Cl Ml UAL II 
is an unbeatable strategic and tactical 
experience with stunning graphics, intuitive 
interface and the sharpest artificial intelligence ever. 

.'Mill Cl CI-MH-I/ 

provides you with a superior challenge and 
brilliance that is unsurpassed in the computer 
gaming world. Feel the power as you command 
missions in the most exciting eras of world 
conflict. Airpower controls the sky, Rockets hit 




invincible sequel to the Perfect G 
THE PERFECT GENERAL II. 


King fields of I 


505-880-5447 

908-788-2799 


Sales Information: 


Technical Support: 








Get off your duff and get into the game 
with help from computer coaches. 


orried that your backside is melding with 
the Naugahyde on your La-Z-Boy? 
Afraid that you’re contracting repetitive.motion dis¬ 
order from clicking past TV evangelists and talk 
show hosts? Concerned that your head is fusing 
with the PC monitor due to an overdose of TIE 
Fighter? Well, it’s time to wean yourself of your 
mouse-potato ways. 

Fortunately, your PC isn’t just part of the prob¬ 
lem—it can also be part of the solution. Whatever 
your age or sporting inclination, there’s an interac¬ 
tive CD-ROM that Can 
you how to “just 
do it” better than if you 
headed out on your 
You’ll get a workout evei 
:ver leave the keyboard. 


Warm Up ^„mi erbri 

looked up from the screen lately, you an « knowledge oUln'* WK 
re noticed that it’s already spring, and ,0 tViirre n Miller’s Ski World ^ 
You know, those lovely days 

chirp, and you’re plunging down a muddy 45-degree slope 
ss per hour on a monster made of alloy and steel. 

Mosaic’s Mountain Biking CD-ROM is just what you need to prepare for this wild 
The graceful title has an artful—and earthy—interface that clearly lays out the well-orga¬ 
nized disc’s various sections. 

You’ll spend most of your time in the Trail Riding section, which contains the bulk of the tide’s 
video and animated instruction. However, a strong, well-narrated introduction, which includes slide 
jrs the philosophy of the sport, equipment, and basics of riding. You’ll also want to 
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Lasorda, comes out 
this spring, along mlxes l ammln 9 
with ESPN Total *“**“ 

Football, starring 
Joe Theismann. interface. 

In ESPN Let’s 

Play Beach Volleyball, Intellimedia 
once again employs the game’s best: 

Karch Kiraly, a two-time Olympic 
gold-medalist and current two-man 
pro beach champion, and Karolyn 
Kirby, star of the pro women’s beach 
circuit. The top-flight talent, step-by- 
step explanations, drills, and standardized 
interface make this disc a rewarding and 
valuable primer for both beach ai 




Shot Making,: 

both excellent. Everything i s c 
Not only is Kite a ^ en the Sear, j n esph 

great player, he’s 

also an engaging ““Sres. 

teacher. Each dual-disc set takes the time to 
thoroughly cover specific aspects of the 
game, instead of trying to cover the entire 
sport. Kite has plenty of room to illustrate 
proper stance, balance, rotation, and 
swing, along with reciting personal anec¬ 
dotes and critiques of other pros. 
Surprisingly, Kite doesn’t just advocate his 
own techniques; he offers plenty of altema- 


game. 

there’s ESPN Let’s 
Austin, which deliv- 
on the serve, volley, 
backhand, and strate¬ 
gy. In July, Intelli- 
media’s golf and tennis 
titles will get competi¬ 
tion from Romboy’s 
Golfer’s Encyclopedia 
and Tennis Smarts from 
Sport Smarts. 

On the Slopes 

Although the snow’s just 
about melted, skiing and snowboarding titles 
just keep coming. 

Snowboarders should check out Slope- 
style: An Interactive Learning Cube, the 
3DO title from L3 Interactive (a Windows 
version will ship in May). A hot mix of style 
and substance makes it the coolest winter 
sport title around. Instead of boring lec¬ 
tures, Slopestyle blends serious instruction 
with exciting boarding footage and adrena¬ 
line-pumping tunes. 


Skiers will want to look at 
Warren Miller’s Ski World. 
Renowned ski-film-maker Miller 
breaks his training videos into ade¬ 
quate instructions for beginners 
and intermediates, but black-dia¬ 
mond lovers will get short 
changed. 

Both beginners and experts will 
take a tumble with the Skier’s 
Encyclopedia from Romboy. 
Vague, undirected videos blaze by 
too quickly to deliver much 
value—leaving too much room for shameless 
advertising for Olin skis. 

Intellimedia’s Let’s Go Skiing with Picabo 
Street, A.J. Kitt, and Holly Flanders isn’t as 
stylish or hip as Warren Miller’s Ski World 
or Slopestyle, but its Olympic and World 
Cup champion teachers take a more scientific 
approach to skiing. More advanced snow¬ 
bunnies should look for the upcoming ESPN 
Mastering the Mountain: Interactive Skiing 
and Snowboarding in the fall. ^ 


The Sporting 
Goods Store 


ELECTRONIC ENTERTAINMENT • May 1995 51 




GUIDED TOUR 


Star Treh: The Nexr Generation 

pn/a^=D 


h 


T 
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fee! Maybe all you can get are reruns of Star Trek: 
Tlie Next Generation on TV, but your PC has the new stuff. 

The Next Generation "A Final Unity" bring on Away Teams. Beginners can also assign char- 
of acters to handle such chores as navigation and tactical 
er, operations, making it easier to concentrate on the 


StafcTrek: T 
limaterodVe 


1 adventure game featuring the voice; 
your favorite TNG stars, including Brent Spit 
Jonathan Frakes, and Patrick Stewart. In this expansive strategic decisions, 
interactive episode, the famed crew and their illustrious Advanced gamers 
starship attempt to unravel their 


Here’s your chance to 
seek out new thrills 
and new excitement, 
to boldly go where 
no game has taken 
you before. 


turn off all the advice, pick 
Away Teams, and run the entire Enterprise on 
yet another universe-threat- their own-although Worf or Geordi will still lend a 
ening mystery. Best of all, hand if you ask. Either way, you get dozens of planets 
this DOS-based CD-ROM and locations to explore, scores of aliens to interact 
with, and more than a few opportunities to use the 
photon torpedoes. 

It's all tied together with more than 10,000 lines of 
dialog, authentic Trek sounds, and a plot that begins 
with a small ship fleeing through the Neutral Zone and 
carries you far beyond Federation space as you follow a 


should be launching its 
ongoing mission on store 
shelves right about now. 

Not all Trek fans are 
heavy adventure gamers, so 
developer Spectrum HoloByte keeps things flexible: 


Three difficulty settings make the game appropriate for mystery that unfolds around an ancient and highly 
anyone from a rank beginner to an experienced pro. advanced civilization. Take our exclusive Guided Tour 
Gaming novices can play on the easiest level and for an inside look at this latest outer space adventure, 
receive constant advice from crew members about (Spectrum HoloByte; 800-695-4263; DOS CD, street 
what to do next without having to worry about who to price $64.95-$69.95) 


By Christopher Lindquist 
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IT S NOT THE GAME, IT’S THE COMPETITION. 

REAL, LIVE, I 


Discover a new world! 

Let’s face it. You think playing against 
a computer is fun? It can be, 
sometimes. But it’s missing something: 

Another living, breathing opponent 
like YOU! All you need to get your 
heart rate up is a computer, modem 
and your ImagiNation!? 

The ImagiNation Network delivers the 
best competition in the country right 
to your home. And thousands of other 
~ opponents are just waiting for you to show up. 



Home entertainment, 
redefined... 

ImagiNation has the classic board 
and card games we all grew up with, 
like bridge, chess, and hearts. 

But that’s only the beginning. 

Spend time with a noted actor or 
writer in one of our regular forums. (It’s your chance to ask 
that burning question the talk show host forgot.) 

Meet new friends you didn’t know you had when you share 
your interests and hobbies. 


It’s Easy to INSTALL The ImagiNation Network from the CD that came with this magazine! Then, get your friend 
online by sharing the firm below. 

If there is no CD, fill out the firm below and FAX it to 415-548-0149, or MAIL it to The ImagiNation Network, 

577Airport Blvd, Burlingame, CA 94010. 

V VT* CJ Sign me up for 5 FREE HOURS 
siijjy X JjJ, on the ImagiNation Network. 


IMAGINATION. 

Get 5 FREE hours 
on The ImagiNation 
Network! 


MEDIA (check oney. □ CD-ROM □ 3.5” di 
YOUR SIGNATURE_ 


keyboard, and at least 580 kb of available 
memory. Use of the ImagiNation 
Network requires a major credit card or 
’ " T ' nd that my 




I understand there is r 
having fun, I can call anytime to cancel 
my membership. Otherwise I’ll just keep 

IMAGINATION! 













CD Games 


Sports Games 
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Business is Business 



this “oddball” product hit store shelves 
because MicroProse “essentially got it for 
free.” Sources said MicroProse incurred few 
costs beyond marketing and distribution, pay¬ 
ing essentially nothing for design—usually the 
most expensive part of game development. 

In essence, Zeppelin was a hand-me-down. 
The business-strategy game was originally 
released by Kingsoft in Germany and then was 
licensed by MicroProse’s United Kingdom divi¬ 
sion. When the U.S. office licensed the game, 
they essentially took it as is from the Brits. 

“We had zero input into the game 
design,” a source at MicroProse said. “It’s 
like buying a product from some company 
that went out of business and trying to get 
more mileage out of it.” 



^The business of computer gaming is, well, a 
business. But protecting the bottom line means that 
low-quality products without much reason to 
exist—except to boost company coffers—some¬ 
times appear on store shelves. 

Zeppelin, a new strategy/simulation from Micro¬ 
Prose (see review on page 66), is a case in point. 
According to knowledgeable sources at the company, 


5se MicroProse seems to recognize that Zep¬ 
pelin does not measure up to past efforts. “This 
is a niche product for us,” the source explained, 
“not a big thing we put a whole lot of effort into.” 

In the company’s defense, one source said 
MicroProse deliberately priced the product low and 
didn’t promote it as “the latest and the greatest.” 

MicroProse said it doesn’t expect the game to be a 
big selleq but even if it sells the expected 30,000 units, 
the game could gross nearly $1 million. Based on esti¬ 
mated industry standards, that could drop some 
$400,000 into MicroProse’s lap. —David Israels 
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Welcome To DOOM! 

http://www.cs.indiana.edu/games/doom/doom- 


Various Games 

http^/hyperarchive.lcs.mit.edu/HyperArchive/Abs 

tracts/game/com/ 


/Games/ 




http://wclrs.bham.ac.uk/GamesDomain/games. 


America Online 

America Online users can Keyword to 
“pcgames” to find info on just about any 
on the market. Ask questions, dig up 
patches, and scrounge cheat files. 


The same kind of information is available 
on CompuServe by typing “go gamers.” If 
action games like Doom II and Heretic are 
your thing, save some time and just type 


Internet FTP Sites 

Game FAQs 

ftp://wci-l.bham.ac.uk/pub/djh/faqs/ 

MS-DOS games 

ftpj7ftp.funet.fi/puh/msdos/games/solution 


Prodigy 

Prodigy by Jumping to “games.” 


Finding the free-scrolling worlds of Magic 
Carpet a bit hard to handle? These crafty 
techniques will boost your odds. To use the 
cheats, type the “i” key while playing. A cur¬ 
sor will appear next to the world map. Type 
“ratty” and hit the Enter key. At that point, 
the Mowing key combinations should work 
like magic! 

Alt+Fl Get all the spells ■ 

Alt+F2 Increase your Mana supply 
Alt+F3 Destroy all other players 
Alt+F4 Bring down all the casdes 
Alt+F5 Pop competing balloons 
Alt+Fh Heal yourself 
Alt+F7 Genocide: Kills every living creature 
Shift+C Restore current Level 



ELECTRONIC ENTERTAINMENT - May 1 















MONTH ■'HKHH'MW^ 



Heretic 
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Lost Eden 

By John Sauer 


Cryo Ltd. and cany the same Euro-slick feel. Lost Eden’s 
graphics resemble highly rendered fantasy paintings, and the 
animated sequences carry you away (if a tad slowly on a dou¬ 
ble-speed CD-ROM drive) with cinematic elegance. While the 
early version we saw didn’t yet include music, the wonderful 
character voices—particularly the dinosaur language varia¬ 
tions—lit up the game. Make a positive impression on a bron¬ 
tosaurus, and you’ll know what I mean! 

You play as Adam, a prince of 
the Citadel of Mo. You have taken 
up the mantel of the Architect, 
your great-grandfather, who built 
the Citadel of Mo and united man 
and dinosaur against the vicious 
Tyrans (read: Tyrannosaurus Rex). 
With the Flute of the Architect in 
hand, you must track down the lost 


legends of your family and reunite 
man and dinosaur by getting them 
to build citadels in many different lands. 

Each species of dinosaur and human has its own language, 
habits, and traditions. To win their friendship, you must pre¬ 
sent them with the proper gift. Generosity is a two-way street, 
and other characters give you gifts when you do favors for 
them. Each encounter works like a chapter in a book (with 
narrative from Eloi the Pterodactyl), leading to the next event. 

Lost Eden is not a difficult game; the designers put the 
emphasis on adventure, not game play. You do everything 
using a whirling cube mouse pointer. When it’s time to speak, 
the cube displays a red mask. When a hand appears, it means 
you can pick up something. An eye means you can examine 
an object. Double-click on the party bar at the top of the 
screen for a detailed view of your current crew; click on your¬ 
self to save the game and set other options. 

Lost Eden will be a joy for the younger set. As I played, 
both my children became enthralled with the adventure. Lost 
Eden manages to bridge 
the age gap without 
insulting my intelli¬ 
gence—or my kids’. Such 
family-oriented games 
seem to be as rare as 
dinosaurs these days. As 
satisfying as a good fan¬ 
tasy novel, you could say 
that Lost Eden is a gar¬ 
den of fun. 
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Alone in 
The Dark 3 

By Rick Raymo 


^JOunslinger ghouls, supernatural stagehands, and a 
demon-dropping detective—these are the telltale signs that 
Edward Carnby’s on another case. You’d better bring both 
your shootin’ iron and a night light to Alone in the Dark 3. 

This time around, I-Motion sends the paranormal private 
eye to a ghost town (go figure) named Slaughter Gulch where 
Emily Hartwood (from Alone 1) and the rest of 


The game sho 

have disappeared while working on a 
western. Camby gets a call from Greg Saunders, Hollywood 
big-shot (and Grace’s father in Alone 2), who offers Camby 
$1,200 to dear up the mystery. As usual, the case gives our 
hero more than he bargained for 

For those who haven’t played the previous games, the 
Alone series puts you in control of a polygon-based character 
in a spooky action/adventure setting. You collect items, waste 
ghouls, and solve puzzles to get from area to area. You fight 
with fists, feet, and various types of weaponry (from blasting 
caps to six-shooters) while using keyboard commands to 
move Camby around the screen. The game’s trademark mul¬ 
tiple camera angles look terrific, but the shifting perspectives 
can be a bit unsettling for first-time players. 

Technology hounds looking for major changes com¬ 
pared with the previous two titles will be disappointed. But 
gamers who loved the look and feel of Alone 1 and 2 
should be perfectly happy with this much larger version of 
the same. Controlling Camby is still difficult at best, but 
once you accept that limitation, you can have a pretty good 
time. And even though you’ll change characters for a bit 


The only major 
change lets players choose 
from three difficulty settings, 
each affecting Camby’s and 
the enemies’ hit points. Besides making things easier for 
novice gamers, the new settings also offer replay value 
for die-hard fans. So you’ve beaten the game? Crank up 
the difficulty and try it again. 

Although the game comes only on CD-ROM, you 
won’t find lots of cool intermission cut scenes and tons of 
spoken dialog—sorry, folks. Putting this game on CD- 
ROM appears to be a case of one disc costing less to pro¬ 
duce than 12 floppies. The music is better than in previ¬ 
ous iterations and makes good use of your MIDI or 
wavetable sound card, but that’s about it. 

Alone 3 is by no means groundbreaking; in many 
ways, it’s just more of the same. If you loved the first two 
and want more of Ed’s antics, this one will be a winner 
for you, wacky can’t-hit-a-barn-door-with-your-Smith & 
Wesson-control and all. But if yc 
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Wings of Glory 


By Al Giovetti 


sound of gunfire. Aircraft made of wood, canvas, 
and bits of metal battled in aerobatic duels to the death. 

This was not the sterile “video game” aerial combat of 
today’s jets; these early biplanes and triplanes could barely 
stay in the air Engines without throttles made landing a 
nightmare. Bullets easily ripped away huge patches of fabric, 
often puncturing gas tanks and causing blazes that burned the 
helpless pilot to death. Convinced that the plane was worth 
more than the man, early air forces withheld parachutes, hop¬ 
ing to force the pilot to bring the 
, plane back. Despite all this, 
pilots and planes blundered their 
I way through the creation of aer¬ 
ial warfare. There would never 
be another air war like the War 
to End All Wars. 

Now, Origin’s Wings of 
Glory chronicles the life of an 
American recruit in the Royal 
Air Force as he fights for his 

against countless German oppo¬ 
nents. True to the Origin style, 


grudge against the American and ha 
the game, which, of course, culminates in a one-on-one air 
duel between the two rivals. Missions are separated by ani¬ 
mated narrated conversations with wingmen, mechanics, 
and commanders to propel the story. The simple, linear 
plot is well-written, if melodramatic and morbidly 
obsessed with the futility of war. 

You get to fly five different vintage aircraft—a SPAD SXm, 
Sopwith F. 1 Camel, Sopwith Scout 
“Pup,” and a R.A.F. ST.5a, as 
well as a captured Fokker DrI—in 
more than 45 missions. Among 
the actions you’ll undertake are 
balloon busting; strikes on facto¬ 
ries, trains, and convoys; and 
tercept missions. 
World War I planes make for 
exciting missions because they are 
difficult to fly, fragile, and prone to 
self-destruction even with no help| 
from tire enemy. Also, 
while relatively 
slow, they offer a 
level of maneuver¬ 
ability and seat-of- 
the-pants flying 
that has gradually 
disappeared from 
air combat. Origin 
flight fans won’t be 
disappointed with Wings of Glory’s 
sophisticated controls, including ground 
zoomable tjiews, time compression, 
seven targeting commands. Novices 
ill have to spend time getting up to speed, however. 
Wire-frame graphics are covered with light-sourced tex¬ 
ture maps, providing color¬ 
ful, ultra-reabsnc planes, 
clouds, buildings, trees, and 
other objects. Neat effects 
include pieces of cloth and 
wood that actually tear off 
and hang in the air as if sus¬ 
pended behind the plane. 

Even the low-resolution 
VGA graphics are unusually 
attractive and show off the 
extraordinary talent of 
Origin’s artists. The game’s 
sound is even better, with 
creaking air frames, gunfire, 
engine roar—even the 
scream of a downed pilot. 

The final word on Wings of 
Glory? Flight-sim enthusiasts 
jut ta take a look at 

you executed by your i 


tr targeting, 1‘ 
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YOUR TICKET TO THE 
BEST SEAT IN THE HOUSE. 




ecapture the magic of the smokey clubs, the late- 
night jam sessions, and the intimate concert halls with the 
MusicROM™ Perspectives Series. 

Each Perspectives CD-ROM features powerhouse music, 
rare photographs, detailed biographies, and a 
fascinating audio interview. All presented in an easy-to- 
navigate interface. You can also browse through the All- 
Music Guide™, a huge database packed with the most 
comprehensive music information ever! And, thanks to 


Enhanced Audio Product technology, you can enjoy the 
music by playing the disc in your audio CD player. 

Look for future releases of two new MusicROM™ titles: 
Reggae and Latin. Available soon, wherever fine music 
and CD-ROM products are sold. 

For more info, call your Compton's NewMedia Sales 
Representative at 619/929-2500 todayl 

HSli SdcctWarc 



SIMULATION 


VIES 


ing the world to marry a 
woman named Rosanne 
Brixton. Winning her hand 






Zeppelin 

By David Israels 


has no effect on the game. 

Though Zeppelin spans 
1901 to 1940, success—at 
least on the easy level— 
comes quickly. I was in the 
black by 1904, 
employing a sim¬ 
ple strategy of 
investing heavily 
in technology and 


new and improved 
Zeppelins. Only 

posed a challenge to profitability. Yet time moves 
slowly in Zeppelin-land. With each turn com¬ 
prising only one week, the game stretches over 
some 2,000 turns, during which you perform the 
same dozen or so tasks repeatedly. 


eppelin beckons you 

early air travel: Experience the agony and 
massive airships halfway around the world, the challenge of 
building a transportation empire, and the 
excitement of developing new technologies 
to keep that empire aloft. Sadly, this business 
simulation from MicroProse fails for the 


As play begins, so does the disappt 
ment. You can choose between only 
levels—easy and hard. There are no effec- each 
five computer opponents to play against. 

And though you’re offered a 
host of Teutonic visages to rep¬ 
resent your persona in the 
game, none of the choices affects 
the game’s outcome. 

You start the turn-based game 
with $2 million and a single flag¬ 
ship. Game play is divided into 
four essential tasks: Flying flag¬ 
ships between cities to increase 
earnings and set long-distance 
records, establishing profitable 
scheduled routes, building air¬ 
ships, and developing new technologies. There’s 
also a simplistic stock-market model and a jar¬ 
ringly silly romantic subplot that has you scour- 


Transport Tycoon is often repetitive, but its excel¬ 
lent animation and sound keep you intrigued. 

But Zeppelin is inexplicably drawn in pallid sepia tones 

romantic chapter of When you send off a flagship off, for example, a thumb- 
of flying nail-sized icon of the ship drifts slowly across the world 
ap. If you’ve gotten to the maximum of three flagships, 
iu wait endless seconds as first one tiny icon lazily cross- 
the screen, followed—after a screen redraw—by anoth- 
icon, and, finally, the third. 

The vaguely Wagnerian music is abominable and can’t 
; turned off without also turning off the game’s digitized 
eech. That’s not such a bad thing, since the game’s 
ind is bare-bones. Almost all you get is a “Jawohl, Sir” 
you order your flagship to fly. 

Though technical requirements ar 


undemanding, this CD- 
ROM game is virtually 
unplayable from a double¬ 
speed CD-ROM drive. 
Each screen redraw took 
about seven seconds, though 
I solved that problem by 
dumping the game’s 5.3MB 
of data onto my hard drive. 

The larger problem here 
is that Zeppelin is just not the 
kind of wickedly well- 
designed, deeply evocative 
strategy game that you have 
every right to expect from 
MicroProse. 
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Electronic 


SHOPPER 


The Internet for 
Dummies™, 2nd Edition 

Bg John Levine & Carol Baroudi 

Cruise the Net like a pro 
using the new edition of this 
reader-friendly Internet ref¬ 
erence guide. This book is 
packed with tips, tech¬ 
niques and advice on get¬ 
ting around the electronic 

BK-347 
$19.99 

MORE Internet for 
Dummies™ 

By John Levine B- Margaret Levine Young 

Want to know where to go 
and what to do once con¬ 
nected? This expanded 
guide is full of great Internet 
tips for those who dream of 
accessing and navigating 
the Net like an on-line pro! 
BK-348 
$19.95 




Multimedia & CD-ROMs 




Multimedia & CD-ROMs 
for Dummies™, 
Interactive Multimedia 
Value Pack 

By Andy Bathbone 



This book explains the 
entire world of multime¬ 
dia and CD-ROMs. 
Bonus: a hands-on guid¬ 
ed tour of multimedia on 
CD! The CD includes the 
basic fundamentals of 
multimedia, plus clip 
libraries of video, graph¬ 
ics, sounds and more. 
BK-350 
$29.95 


King’s Quest VII 
Official Players Guide 

By Peter Spear & Jeremy Spear 


Your chances for success are unlimited with 
this Official Players Guide. Get the inside 
tips, hints, gaming strategies and tables that 
tell you where to find 
critical game objects. It’s 
all you need to succeed 
it King’s Quest VII. You 









BRAIN DRAIN 

















GA 


By Ann M. Marcus 


sophical, CapDisc’s ’ 
a lot like real life—a series of winding paths with the poten¬ 
tial for something nasty around every turn. 

This challenging DOS disc comes jam-packed with more 
than 200 colorful labyrinths organized into 90 levels of play. 
There’s also a catchy soundtrack. 

either the keyboard’s Arrow keys or with a joystick, but 
unless you have a surgeon’s touch, the joystick is too 
clumsy for this game. 

The first maze familiarizes you with the basics. Your goal 
is to safely move the light blue Object Ball to a particular loca¬ 
tion at the other side of the maze—either a Finishing Pit or a 
Vortex. If you land in the Finishing Pit, marked by four green 
triangles, you move to the next level. Some levels have multi¬ 
ple maze screens, and a Vortex is a red 
More than 200 and yellow throbbing square—there 
may be more than one on a screen—that 
I will take you to the next maze screen. 
To earn the designation Maze- 
it each level, you must either 
deposit four purple Nasty Balls 
before you sink the Object Ball or 
beat the clock by 
finishing within the 



:h other. Some 
mazes have only two Nasty Balls, others four, and some 
contain a Nasty Ball Generator that creates a new Nasty 
Ball every five seconds, keeping a maximum of four on the 
screen at any one time. 

The trick to Megamaze is to finagle the Nasty Balls into 
removing obstacles and triggering or destroying the rest of the 
game’s arsenal without sacrificing your Object ball. You’ll 
encounter Dimples, indentations requiring extra force to 
escape; Gates, which control passage to crucial pathways; and 
Pits of Doom, which swallow your Object Ball whole if 
you’re not careful. There are also Laser Cannons and Spark 
Generators that pack a wallop. 

Installing Megamaze can be £ 
choose Configure before Install to set the 
sound card and joystick options. Then 
you install the game files. Finally, you 
press Escape to save your settings and 
leave the Install menu, but nothing on 
screen tells you all this. You have to read 
the instructions in the README file. 

Once you get past the bumpy 
installation, however, Megamaze’s 
crafty deterrents conspire to make 
your journey through the world of 


you get 

code that lets you 
go right to the sub¬ 
sequent level the next time you play. 

This game requires dexterity and 
strategy, not to mention good peripher¬ 
al vision, because you won’t be alone in the maze. The 
Nasty Balls mirror your Object Ball’s every move. When 
you move the Object ball, all of the Nasty balls move in 
the same direction, provided they aren’t hindered by a wall 
or another obstacle. The Nasty Balls can be friend or foe, 
depending on how well you handle them, and choreo- 
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Take Your 
Best Shot 

By Fredric Paul 

TTake Your Best Shot uses Bill Plympton’s 



classic arcade games with silly screen savers, weird Windows 
wallpapeg unusual icons and sound files, and an over-the-top 
batde between a pair of hapless office workers. 

The tide is the first in a planned series of game-oriented 
discs from 7th Level, the company behind Monty Python’s 
Complete Waste of Time. Take Your Best Shot is a multi¬ 
dimensional product that’s one part dysfunctional desktop 
accessory, one part antisocial fantasy re-enactment, and sev¬ 
eral parts rude adaptation of simple twitch games. Plympton’s 
award-winning animations—taken from his feature-length 
film The Tutte—^ve the game its 
distinctive visual style and its snig¬ 
gering yet somehow sophisticated 
sense of humor. 

Like the Monty Python tide, 
Take Your Best Shot includes sev¬ 
eral simple games dressed up with 
nutty animation. But the three 
games here play much more 
smoothly than those on Complete 
Waste of Tune, and they live up to 
the originals even without the 
twisted animation. Head Shot, for 
example, revives Breakout, but 

blocks, you must direct the bounc¬ 
ing ball to blast away at a series of 
heads. Hit them, and they inflate, 
pop, bleed, drool, explode, and 
otherwise expire. Some tough nog- 




, , , , Take a swing at Bill Plympton’s 

gins need to be smacked Wzarre „ erS | on „f baseball 

more than once to give up 
the ghost, however. 

Hot Shot is little more than the venerable Pong with multi¬ 
ple paddles, unsavory noises, and a squishy head in the middle 
of the playing field. You can play with two paddles—one on 
either side of the screen—or go nuts with the four-paddle ver¬ 
sion that forces you to protect the top and bottom as well as 
the sides. Adding the extra paddles makes the game much more 
challenging, especially when the ball goes into the comers. 

Finally, Line Shot is Plympton’s take on baseball, with a 
one-button pitch and swing controls. The game is brainless, 
but it’s surprisingly satisfying to watch the hand-drawn ball 
sail into the outfield. 

Take Your Best Shot also delivers amusement in less goal- 
oriented activities. The title’s namesake section is billed as an 
“interactive office stress reliever” Basically, a series of hot keys 
and mouse clicks let you control two office workers as they 
beat the stuffing out of each other in increasingly inventive 
ways. It’s as if Road Runner and Wile E. Coyote showed up to 
spread mayhem in Scott Adams’ Dilbert comic strip. Heads 
and other body parts get pinched, prodded, stretched, snapped, 
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Dark Forces 

By Vox Day 


IS one. 

Crouching is important to slither 
through the small crawlspaces 
you will face. Very large and 
impressive pieces of machinery 
lie about, and some of them 
These touches 
unent that feels 
more realistic than any other 3-D 
action game. In Dark Forces, you 
don’t need to be told that you’re in a 
mine or a high-security cell block— 
you can tell just by looking around. 


larly on the Hard setting (try Easy or 
Medium to face fewer enemies), and 
you get to collect and use nine 
weapons of varying capability, al¬ 
though most seem a bit wimpy com¬ 
pared to Doom’s satisfying arsenal. 
The game’s levels are large and dis¬ 
turbingly difficult. There’s much 
more strategic thought needed to fig¬ 
ure out these puzzles than in Doom; 
around collecting keys, 
and difficulty can be a curse, though, 
only at the end of a level. You 


cept for Dark Forces, LucasArts’new Doom-meets-Slar-Wars won’t find modem or network support in Dark Forces, 
game. 3-D action from a first-person point of view is the either. LucasArts insists that Dark Force: 




The y contain 


and what red-blooded male has¬ 
n’t wanted to duel at blasterpoint with Stormtroopers? 

The much-anticipated Dark Forces (see preview, October 
1994, page 84) has plenty of Stormtroopers, along with vir¬ 
tually every other denizen of the Star Wars universe. 
Everything from the little laser probes of the first movie to the 
Gamorrean Guards of the third makes an appearance, includ¬ 
ing a cameo from the mercenary Boba Fett himself. Playing 
Dark Forces feels very much like being in a Star Wars movie, 
with extremely familiar sound effects and images that appear 
to have been grabbed right from the original Hollywood sets. 

It doesn’t seem as if George Lucas had 
much of a hand in writing the 
games script, though. The Dark 
Forces plot: 

with the other Star Wars 
but still more complete than 
or Doom n. It revolves around your 
character Kyle Kitam, a mercenary 
who takes on the job of infiltrating 
imperial territory to discover informa¬ 
tion about the Empire’s lethal new 
Dark Troopers. A reasonable storyline, 
played 

of the Rebel Alliance? 
k, the game’s 3-D engine is 
i look up and down, jump, 

: move-and-shoot a la Doom. 


intended as a solo game, but 
it’s disappointing that some 
sort of multiplayer option 
isn’t available. 

As a single-player game, 
though. Dark Forces can go 
toe-to-toe with any action 
game on the market, and 
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By Peter Olafson 


Marat 


I GAI 


changes the experience in positive 
ways. For instance, Doom automati¬ 
cally targets enemies at higher or 
lower elevations. In Marathon, you 
have to look up and down to aim— 

and low on ammo. While Doom is a 
2-D world artfully made to appear 
3-D, Marathon’s levels are complexes with corri¬ 
dors that criss-cross and overlap one another You 

over a gap between platforms. 

You’ll also find yourself working through 
the same territory many times, so you live 
within this space more intimately. In Doom, 
you could save anywhere. Marathon permits 
saves only at certain widely spaced terminals, 
and the same goes for healing and replenish¬ 
ing your supply of oxygen. 

And you’re not alone with your demons. 
Civilians are still on board, running around 
like the proverbial chicken-sans-head, clogging 
the corridors, and wailing “They’re every¬ 
where!” On certain levels, you’ll need to keep 
as many civilians alive as possible, with the 
icing 


^^fter surviving Doom II, Dark Forces, Heretic, 
Cyclones, The Fortress of Dr. Radiaki, and Descent, I’m just 
about Doomed out. If I see one more long hallway with bad 
guys making bird sounds at the other end, you’ll be reading 
about me in the National Enquirer. 

So why, then, am I 14 levels into Bungie Software’s 
Marathon—and playing with the same happy eagerness with 
which I approached the original Doom? 

Easy. This Doom-style Mac shooter offers a range of 
subtle, thoughtful improvements over Doom itself. 
Together, they add up to a rich action-adventure that’s far 
more than the sum of its parts. 

At its core, of course, this is a 3-D action game for high- 
end machines—you’ll 
want at least an ’040 
or Power Mac—in 
which you clear alien 
interlopers from the 
decks of the colony 
ship Marathon. You 
penetrate the dark¬ 
ness, pick up ammo 
and weapons, throw 

your motion detec¬ 
tor, and help the 
aliens get acquainted 
with their guts. 

But Marathon 


Luc sLoiy. lull, yes: There 1 
story here. But you’ll have to discov¬ 
er it while you play. It’s fed to you in 
dribs and drabs (along with maps 
and instructions) via video terminals 
strewn across the levels. 

And that’s to say nothing of neat 
touches such as the different repre¬ 
sentations for alien corpses (depend¬ 
ing on the weapon with which you’ve 
dismembered them) or the sound of 
ricochets when you miss. 

While you’ll rarely bump into Mara¬ 
thon’s limitations, the game isn’t per¬ 
fect. As in Bungie’s earlier Pathways 
into Darkness, even the most intimidat¬ 
ing enemies appear more cartoony than 
menacing. Perhaps that’s why the game 
doesn’t have Doom’s “hot” feel. The 
video terminals generally spit informa¬ 
tion out all at once that might be better 
distributed across a level. And the 
graphics in the full-screen mode seem 
rather rough-and-ready. 

But aside from that, the nastiest 
thing I can say about Marathon is 
that it turned the text on my Power 
Mac’s desktop a mustard yellow. 
Not that I mind. It’s sort of a yellow 
badge of courage—almost the color 
of alien blood. 
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complete bio of every player. 

Like most football simulations, Unnecessary Roughness 
’95 offers dozens of playbooks based on real NFL offensive 
and defensive schemes. But true armchair quarterbacks will 
want to create their own plays. The Play Construction Set is 
complicated at first, but it will take only a couple of trial ses¬ 
sions before you’re drawing up and practicing winning plays. 

Of course, you may not need to. The game’s artificial intel¬ 
ligence is good, but not perfect. Each team has its own play- 
books, and some of them are too conservative to put up much 
of a fight. If you want more of a challenge, you can always 
assign the “aggressive” offensive playbook to your opponent. 

Accolade does a decent job with the game’s graphics. Close- 
up views show large and nicely detailed players. Movements, 
created with the help of mot¬ 
ion-capture technology, are as 
realistic as any football simula¬ 
tion on the market. If the large 
players limit your view of the 
field, you can change camera 
angles, then save your favorite 

Sportscaster A1 Michaels 
provides play-by-play com¬ 
mentary during the games, 
while the crowd cheers and 
players grunt and groan. If 
your system is a bit slow, you 
can turn off the various sounds 
to help performance. That’s 
important, because the folks at 
Accolade recommend playing 
the game on a 486/66 with at 
least 16MB of RAM, and they’re not kidding. Try 
Unnecessary Roughness on a 486/33 with 8MB of RAM, and 
game play becomes slow and choppy. 

Even if you have the right equipment, Unnecessary 
Roughness exhibits some minor quirks. For one thing, you 
can’t call a timeout during play selection. You first have to 
select your play and move up to the line of scrimmage, wast¬ 
ing valuable seconds. And when you call an audible, it’s 
almost impossible to cycle through the various plays fast 
enough to return to your original play. You’re forced to call a 
timeout to avoid a delay-of-game penalty. 

But the meat of a football simulation is good graphics, 
quality sound, and tough computer opponents, and 
Unnecessary Roughness ’95 has them all. If you’re going to 
pass the pigskin this season, check out Unnecessary 
Roughness. 


mode. If you’re in a hurry, start up 
an exhibition game against any of 
the 28 NFL teams, or open a new 
16-game season and fight for your 
chance at a Super Bowl. 

If you don’t like the default 
teams, no problem—create your 
own in the Team Construction Set. 
Modify such player characteristics 

gence to create your own dynasty. 
You can even steal players from 

Even betteq the game is licensed 
by the NFL and the NFL Players’ 
Association, so you can work with 
all the real teams and players. The 
CD-ROM version also includes a 
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Unnecessary 
Roughness ’95 


By Andrew Miller 


“You can’t play the game 
The cliche also holds true for 
demonstrated by Accolade’s 
If you have sufficient hardware, 
vise, don’t bother 

If you’re properly 
equipped, Unneces¬ 
sary Roughness ’95 
delivers the most 
tools of 
football 
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ESPN Baseball 
Tonight 


By Donald St. John 


closer relation to real-life baseball. 
Bluntly, Baseball Tonight, which 
uses the same engine as the popular 
but aging Tony LaRussa Baseball 
n, would have been an all-star 
game a year ago. Today, with Hard- 
vweo. ball 4 setting the standard for hot 

baseball gaming and Tony ID wait¬ 
ing in the wings, Baseball Tonight rides the pine. 

Baseball Tonight tries to set itself apart by enhancing Tony 
II with content from the ESPN sports network. Mainly, this 
means including SportsCenter anchors Chris Berman, who 
introduces the game from the studio, and Dan Patrick, who 
provides play-by-play. Patrick knows his stuff and has a fine, 
easy-to-listen-to broadcast voice, and he recorded enough 
sound samples that his call doesn’t get overly repetitious. But 
even though you select real major 
league teams and use lineups 
based on real 1994 season stats, 
the narration makes the calls only 
by position—not by player name. 
Both Hardball 4 and the upcom¬ 
ing APBA Baseball for 'Windows 
3.0 with Ernie Harwell’s Broad¬ 
cast Blast have moved well be¬ 
yond this—particularly APBA, 
which calls the game using the 
names of any major leaguer in the 
history of the game (see Game 
On, April 1995, page 36). 

Baseball Tonight falls farther 
out of contention when you get to 
actual play. The basic graphics 
are cartoonish, player motion 


It’s still a close one at the fashion (as Hardball’s is), 

’Stick, folks. and balls sometimes fly at 

strange speeds. The per¬ 
spective is limited to the view from behind home plate, and 
video is used in any significant sense only during the intro¬ 
duction sequences. For all that, ESPN will devour up to 
54MB of your hard drive, although the game will play much 
more slowly using just 5MB of disk space. 

To be faig game play itself is decent, and comparable to 
other baseball titles. Player tendencies track actual stats fairly 
well, and you can compete in lots of different ways, from 
playing every batter in real 

simulate entire games, one 
pitch to a batten All of this can 
take place in scale-model ver¬ 
sions of about half the real 
major league ballparks— 
although even there, Hardball 
4’s full complement of stadi¬ 
ums has ESPN beat. 

This is Sony Imagesoft’s 
first shot at a sports game, and 
the company does fine by 
1994 standards. It’s just that 
the fences are farther away 
than they used to be. If Sony 
wants to hit a home run with 
next year’s edition, it needs to 
swing a lot harden In the 
meantime, serious fans of 
computer baseball games 
should reserve space in their 
lineup for a more up-to-date 
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Knights 
of Xentar 



JCentar is in trouble: The Falcon Sword, legendary for its 
demon-slaying abilities, has been stolen. As Desmond, an 
unlikely hero who has been robbed of his money, weapons, 
and clothes, you must find your companions and retrieve the 
sword. Knights of Xentar, Megatech’s first PC CD-ROM, is 
an anime adventure based on the popular Japanese Dragon 
Knight series. The 
dialogue is a blast, 
and the impressive 
comic-book graphics 
spice up the game’s 
standard overhead 
perspective. (Mega¬ 
tech Software; 800- 
258-6342) —JM 



Strip Blackjack 

X he best creative minds 
of our generation are plug- 

timedia titles, and this is 



your choice of facing off Stri|> Black|ack 
against three curvy blackjack dealers who are perfectly will¬ 
ing to toss off clothing each time you get closer to 21 than 
they do. Win a hand, and you get to rotate and examine 
each woman like you’re inspecting a Christmas ham. Win 
the game and you'll find yourself flipping through a collec¬ 
tion of photos of 
each girl, nekkid as 
a newborn, twisting 
and writhing on a 



blackjack table. 
Anyone for cards? 
(OEM; 800-626- 


GAME PLAY: * * 


■ ,.. i iii i .. n a 

GRAPHICS; * ■¥ 


VALUE: * 


Wheel of Fortune 


Fans of Wheel of Fortune will be disappointed with this CD-ROM game, despite 5,000 puzzles an 
your very own video Vanna. Unfortunately, the video of the hostess and the co 



computer opponents-slows play to a crawl. To play 
high-end 486 with double-speed CD-ROM 
drive), you must turn off all of the game’s 
video and animations. Even then, computer 
opponents take forever to complete their 
turns. Game play is bearable only when you 
play against two other human opponents 
with the video options turned off. But the 
biggest disappointment? Vanna doesn’t even 
turn the letters; she merely saunters by the 
board in a trademark tacky dress. (Sony 
Imagesoft; 800-922-7669) -CG 



Bicycle Limited Edition for CD-ROM 

Card games have always been popular on PCs. Indeed, Microsoft’s Solitaire may still cause 
the collapse of the U.S. economy. Now Swfte is playing a hand with the release of the Bicycle 
Limited Edition for CD-ROM, a disc chock-full of easy-to-play 
card games. Get in some Bridge practice, try your hand at Poker, 
spend some spare time with Cribbage, or lose yourself in Solitaire. 
Each game plays out with large, easy-to-read cards. Computer 
opponents put up a good fight, with the poker players each playing 
in their own style. In Bridge and Cribbage, you can even ask for 
hints to help you along. This isn’t rocket science, but it’s a fine way 
to spend a lunch break. (Swfte; 800-237-9383) -CL 
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BBS: 214-241-4754 * IIM 

Mon-Sat 10am-7pm 

We offer the only NO RISK return policy. 

If you are not completely satisfied with your purchase, return it for a complete exchange! 

Electronic Catalog complete with our entire selection 




USED CD PROGRAM, WE PAY UP TO 50% ON TRADE-INS 


National CD-ROM » 800-237-6613 • 1100$ Indian Trail Suite 101-A Dallas, Texas 75229 
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Gars, Stars 
& Scars 

Rv Pptpr fllafsnn 



CJ 


Battle Frenzy is yet another Wolfen- 
stein-3D done, this time with a stopwatch 
running. You’re dumped into a twisty, 
mine-laden environment populated by 
brassy robots. The goal is to destroy end- 
of-level nodes and get back to the exit 
through now-darkened corridors before 
the dock runs out This new CD edition 
retains the happy urgency of the cart ver¬ 
sion and adds secret rooms, four more 
levels (for a total of 16), and-in a nod to 
Doom DeathMatches-three two-player, 


on the small side, however, and the game 
seems slightly slower. (Domark; 415-513- 
8929; $54.95) 

Platform: Sega CD 
Rating: ¥ ¥ ¥ 


The Need for Speed is a solid four- 
wheeled complement to Road Rash that 
filters high-RPM thrills through an abun¬ 
dant sense of intelligence. Its “highlights” 
reel really does feature your last run's 
finest moments, and you can enjoy more 



too narrow to hang a U-turn without back¬ 
ing up after a collision, and it's rather jar¬ 
ring to watch your crashing car ricocheting 


down diffs and bridges. (Electronic Arts; 
800-425-2545; $69.95) 


Platform: 3DO 
Rating: ¥ ¥ ¥ ¥ 


Starblade is the 

best 3DO blaster to 

a while. This conver- 



Supreme Warrior gets in your face. 


sion of the Namco arcade game sends 
you whizzing over, under, and through 
major-league spacecraft It's a shame 
you have to blow it all up, y’know? You 
don’t steer-you're the gunner-but 
there's so much whizzing by that you’ll 
be grateful for the help. (Panasonic 
Software Company; 408-653-1898; 
$59.95) 


Platform: 3DO 



Guardian War is the first 3DO role-play¬ 
ing game available. It looks lovely, with all 


Iron Angel of the Apocalypse 

turns out to be made of tin. This done 
Wolfenstein-3D shoot-’em-up sports 
mediocre graphics, sluggish movement 
and cartoony enemies. The U.S. version 
of the Japanese title Tetsujin leaves all of 
its speech in Japanese with English sub¬ 
titles. Neat video insets and cut-scenes 
aren’t enough to distinguish it from a 
flood of these types of games. (Synergy 
Interactive; 800-734-9466; $59.99) 
Platform: 3DO 
Rating: * 


dimensions a la Donkey Kong Country 
and gorgeous spell effects. The 3-D com¬ 
bat engine is far more sophisticated than 
the firing-squad approach of most car¬ 
tridge-based RPGs. But game play is pret¬ 
ty much fight, fight, and then more fight, 
without a hint of story or exploration. 
(Panasonic Software Company; 408-653- 
1898; $59.95) 

Platform: 3DO 
Rating: * ¥ 


Supreme Warrior instantly distin¬ 
guishes itself from the horde of new 3DO 
beat-’em-ups. It’s the first two-CD 3DO 
game; it’s not side-view, but rather first- 
person; and it’s video-based. A “feel” for 
the game is slow in coming-the intercut¬ 
ting of the video can be rough-and it'll be 
a while before you can assume a winning 
attitude. But when you get punched in the 
face, it feels as though you're getting 
punched in the face. Someone's doing 
something right here. (Digital Pictures; 
415-345-0445; $61) 

Platform: 3DO 
Rating: ¥ ¥ ¥ 


exactly that; Heroic couple Jack Tenrec 
(the wheel man) and Hannah Dundee (the 
gun gal) driving around in a big red Caddy, 
dodging dinosaurs, logs, and chasms. The 
3-D effect is wonderfully speedy and 
detailed, the paths are many, and the 
crash scenes are quick on the draw. The 
graphic-novel feel comes through loud 
and clear, and it’s exactly hard enough to 
keep you coming back. (Rocket Science; 
800-989-7625; $59.99) 

Platform: Sega CD 
Rating: * + -*< ¥ 


Kether is an Infogrames-authored 
hybrid of arcade, adventure and puzzle 
that starts you off in a polygonal asteroid 
field for a giant game of dodgebali. There 
are memory games and 3-D mazes (the 
weak link) later on. But the game keeps 
coming back to ingenious variations on 
those flying polygons. This is one of the 
best original CD-i games I've played. 
(Philips Media Games; 800-340-7888; 
$49.98) 

Platform: CD-i 
Rating: ¥ ¥ ¥ ¥ 
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Interactive Music for your PC or Mac 

Now you can enjoy premium quality music on your computer. 
Choose from thousands of beautiful MIDI music arrange- 
ments on disks, sound modules, music & presentation 
software, MIDI Keyboards, mixers and speakers. 

Give a popular family-oriented alternative to m, 

violent computer games. 

The Edirol Buyer's Guide will show you how pro- 
sounding Roland sound modules and innovative 
software can enhance creativity and musical experience 
in your home. Call Toll Free, to o ‘" 


1 - 800 - 380-2510 
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Escape HIGH 
Cable Bills 

Cable Converters & Descramblers 

• Delete costly cable 
bills by purchasing your 
own cable box! 

• Call to receive the best 
in Prices and Customer 
Service. 

• Open your eyes and 
see the vision, Multi- 
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Catch The Wave 


By Christine Grech 


TUrtle Beach Tropez 

Turtle Beach has always been known for its 
high-quality wavetable sound cards, but their 
lack of Sound Blaster compatibility and high 
price tags made them better suited for musi¬ 
cians than gamers. The $249 Sound Blaster- 
compatible Tropez changes all that 

The top-rated Tropez produces excellent 
music; you’ll have a hard time distinguishing 
between your PC and your stereo. And Doom II 
delivers pulse-pounding audio action that really 
draws you into the multimedia experience. 

Along with great sound, Turtle Beach pro¬ 
vides thoughtful touches to help ease installa¬ 
tion: an excellent all-in-one manual with a large 
troubleshooting se 
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Windows voice command-and-control program, 

The AWE32’s onboard digital signal proces¬ 
sor handles many chores, including sound-file 

for QSound 3-D sound processing. The includ¬ 
ed QSound demos are fun, but you won't get 
this effect in your games unless they directly 
support the QSound standard. The AWE32 also 


Advanced Gravis 
Ultrasound ACE 

An even less expensive way to get wavetable 
sound is to add the UltraSound ACE (Audio 
Card Enhancer) to your current sound card. 

The ACE fits in a PC expansion slot and con¬ 
nects to your existing sound card’s line-out 
lack. While Advanced Gravis expects the ACE to 
be a boost to your existing sound board, you 


Orchid GameWave 
32Plus 

The GameWave 32Plus is more expensive than 
the ACE and the Monte Carlo, but it sounds 
cheap. It produced the poorest wavetable 
sound of any board tests-flatter and more muf¬ 
fled than the other cards. 

Orchid also skimps on the software, provid- 


lets you add reverb and chorus to the sounds 
you hear. The card has interfaces for Mitsumi, 
Sony, and Creative (Panasonic) CD-ROM dri¬ 
ves. (Creative Labs; 800-998-1000; list price 
$399.99/street price $298) 


can use it on its own as an Ultrasound-compati¬ 
ble sound card-that is, if you can do without 
the ability to record audio, a CD-ROM interface, 
and a joystick port The ACE produces pleasing 
wavetable sound, and your existing sound card 


ing only DOS and Windows control panels The 
one bright spot: an excellent 4-year warranty. 
The GameWave has Sony and Mitsumi CD- 
ROM drive interfaces. (Orchid Technologies; 
510-683-0300; $169) ^ 
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By James Daly 


Two-Way TV 


er Philo T. Farnsworth first on your remote control and play the ponies at 

svision system, his amazing the local track 0 » inion ”° llin 9 in real time dur - 

ing the nightly evening newscast will let you put 
ilmost exactly as he left it in your two cents worth. Want more? OK,! 

day soon you may just hit a couple of 
and cast your vote for the next President of the 
United States. And if politics isrn your bag, 
don’t worry: Every entertainment provider in the 
country, from TV networks to cable 


You sit; it shows. Sure, you can now pick up 
color Baywatch reruns in Borneo, and the quali¬ 
ty of the picture has steadily improved, but TV 
remains a passive display system. 

That is set to change with the introduction of 
interactive television. For the price of a typical 



! TV provider and you, the interactive couch 
! first interactive TV boxes 
steroids and 
i controlled by infrared remote control 


can happen, though, the se 


monthly cable bill, you’ll get movies-on- 
demand, home shopping, networked multiplay¬ 
er video games, the ability to print what you see 
via a color printer, and more. Turn on your set 
and arrange to have your local Plymouth dealer 
bring a car by for a test drive. Tell Coca-Cola 
you'd love to get a coupon good for 75 cents off 
a six-pack of Coke-and a small printer on the 
machine spits it out Punch in a few numbers 


providers need a fast two-way pipeline into 
your house. Until the information highway is 
paved with fiber-optic cable for high-volume 
information exchange, each interactive televi¬ 
sion system must move data using some com¬ 
bination of broadcast signals, satellite transmis¬ 
sion, radio waves, and phone and cable lines. 

Regardless of how the service connects to 
your set there are essentially three major com¬ 


puter processor and a sophisticated operating 
system. In addition to high-bandwidth two-way 
connectivity with the TV server, a set-top box 
must decode the digital audio and video media 
sent by the main server and then translate it 
into a form that can be displayed by the televi¬ 
sion. The set-top box also needs to render the 
stylish graphical interface that appears on your 
TV screen. As if that weren’t enough, the 


Interactive TV On Trial 


So what is interactive TV really like? A few families 
in Orlando, Florida, are already finding out. 

“After having this, I wouldn’t want to go back (to 
regular television),” swears Diane Gerry, an Orlando 
resident testing Time Warner Cable’s Full Service 
Network (FSN). Gerry enjoys the speed and conve¬ 
nience of interactive television. 

The test families-—a group scheduled to grow to 
4,000 by the end of 1995—pay about $3 each for dig¬ 
ital-quality movies that can be fast-forwarded with no 
“static” lines and can he paused while viewers are 
away from the TV. “We’ve even started a movie, 
eaten dinner, and come bank,” says Susan Willard, 
another FSN trial subscriber. 

Test subscribers can also visually “walk” through 
the FSN mall, which includes products from clothes to 
drapes from companies such as Spiegel, Crate & 
Barrel, Chrysler, and Warner Brothers. “I broke a 


glass, and just went in (to the mall) and ordered a 
set. It came in four days,” Willard says. 

When viewers log on to the shopping channels, 
they can look at new specials, review their last 
order, or just browse around the store. Soon, trial 
members will be able to shop for groceries by visual¬ 
ly clicking on a picture of a product. They’ll even be 
able to turn it around to read the ingredients and 
nutrition information on the back. Time Warner 
plans to add educational services for families and 
local schools, a music mall, and news, sports, and 
HBO on demand. 

The trial already includes 13 Atari Jaguar games, 
as well as multiplayer games like Gin Rummy. “I 
think the interactive games make it more exciting,” 
comments Diane Gerry, while 15-year-old Tim 
Blackmon thinks it’s “neat” to play expensive games 
for free. —Christine Blank 
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ITV At 


Interactive TV Type What will it provide? How does it work? 


What do you need to get it? When will it arrive? 


Direct TV 150 channels and pay-per- Satellites send programs A small (18-inch) satellite dish You can buy it today at your 

view; not yet interactive. directly to viewers. and a special decoder box 

plus a service provider. about $700. 


As many as 500 channels Digital video compression 


aw decoder box with video Tests art 


today’s cable network. 


A continuous stream of New, advanced cable ser- Tests are going on now 

video data is monitored by a vices, a high-powered, even limited use is not 

high-end cable box. The box “smart” set-top box/decoder, expected until 1996. 

and possibly nber-optic cable 


Instant access to nearly any A high-speed, nationwide Special cable or telephone Limited applications are 

information source, from data network combines with service plus a powerful set- already available on the 

books to movies to music high-end computers work- top box or personal computer, internet and online services 

to catalogs; on-screen ing as “media servers." 

menus help users find the 

information they want fiber-optic network, are 

needed for complete implr 



High-end computer and software makers like 
Sun Microsystems, Oracle, and Digital 


Equipment Corp. see interactive TV servers 
h\ sounds good, but it's a long way frc 


ing up drops substantially. A recent Forrester 
Research study suggests that companies such 
■ as Bell Atlantic and Time Warner expect to shell 
Pout from $1*000 to $17,000 to hook up a 
f household. Such a high setup cost means a 
f payback period of some 10 to 15 years. With 
| those kinds of numbers, Forrester projects that 
| only 5-10 million homes will be hooked into an 
fe.interactive television network by the year 2000. 
In the meantime, the PC, not the TV. will remain 
the center of most interactive sendees. 
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S.O.S. 


Getting a handle on ergonomic 
keyboards, pegging MPEG 
compatibility, and unpleasant 
memories with U.S. Navy Fighters. 


Ergonomically Inclined 

tesse©tt.g-,to{ of weird-looking keyboards 
mMhereffljbding some that are split in 
thi'Hm^What’s the difference? How 
much do they cost? Are they really worth it? 


nd some ergonomic aids such merit MPEG into their DOS titles. But establishing 


as wrist rests for your current keyboard, or 
know of a good ergonomic keyboard you could 
try. But be warned: You may find actually typing 

getting used to. 


takes time. Microsoft has also announced 
MPEG support in Windows 95 and indicated that 
hardware and software products compatible 


le: “Lizzie Borden took an axe. 
Actually, what you've been witnessing is tl 
incursion of ergonomics into computer desic 
Those weird keyboards, such as Microsoft’s 
Windows Keyboard and Kinesis’ Ergonomic 
Keyboard, are designed to try and keep your 
hands and wrists as safe and comfortable as 

Standard rectangular keyboardist 
relatively easy-and cheap-to manufde 
ture, but they’ve never been ( 



don’t know about you, but my fingers 
tend to fall naturally into a curve, not a 
straight line. Ergonomic keyboards 
generally place the keys in a more nat¬ 
ural position for your fingers and 


won’t have to 


and other repetitive-motion disorders 
should pose less of a problem. 

How well do they work? The makers claim 
they work great but computer ergonomics is 
still a pretty new science. Until a lot of people 
have used these keyboards over the course of 
several years, it's unlikely that we’ll know exact¬ 
ly how effective they are in reducing repetitive- 
motion disorders. The keyboards-especially 
the higher-quality professional ones-also tend 
to be expensive, setting you back as much as 
several hundred dollars. Cheaper ones are 


MPEG titles available? I don’t 
spend $400 on a new card only to find out 
that I can’t run anything on it 

Steve Moise 
Paisley, Florida 

You’re a PC user, and you want to be sure about 
something? You’re new to this, aren’t you? 

Honestly, there’s no way to guarantee that 
interactive MPEG titles will run on various 
MPEG cards. About the only sure thing you can 


| the design of a $50 keyboard, 
s ergonomic design could cause you 
S than good. 

q If you’re experiencing pain or m 
| your fingers, wrists, or forearms wf 


Sigma Design's Real Magic MPEG playback 
cards should run on those cards, but probably 
won't run on any other brand of board. 

Things should change-eventually. An industry 
group called OM1 is working on a standard that 


place. How either, since Windows 95 is still months a' 


to be able to run every MPEG title on 
boards, and they'll keep doing every- 

point. But until then, unless you buy 
software specifically made for your 
brand of MPEG board, you’re going to 
be stuck playing MPEG roulette. 

Memory Loss 

■, I have a question regarding 
• memory requirements and 
Jfc r ^^K^^kormance. I recently 
bought a copy of Electronic 
l Arts’ U.S. Navy Fighters. My 
( machine is a 486DX2/66 with 
6MB of RAM. The game says it 
prefers 8MB, but that it will run in 
only 4MB. 

I was extremely displeased with 
r game Even in 640-by- 
480 resolution, I had to turn off most of the 
details to get reasonable performance. 

I really liked US Navy Fighters, but I 
returned it because of its poor perfor¬ 
mance. Soon, I will be putting another 
4MB of RAM in my system. Will this 
additional RAM speed up game play? 
I’m mostly interested in U.S. Navy 
Fighters, but I am also curious about the 
performance of other games that say 
they require 4MB of RAM but prefer 
8MB. Do these games turn off certain 
options when running on a system with 
less RAM, or do they just run more 
slowly overall? 
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Interactive 
Games from the 
Heart of the City 


For starters, let me iust say that U.S. Navy 
Fighters is a great game. Let me also say 
f nafw i thafTm e details turned on at the 
higher resolutions, U.S. Navy Fighters will 
make a 90MHz Pentium with 16MB of RAM 
and a fast PCI local-bus video card crawl like 

You can almost never go wrong by adding 
memory will make many games run much 
or less on your machine. Some games, 
necessary Roughness, need 16MB of RAM to 

extra RAM as a high-speed storage area for 
sounds and graphics. 

To run their titles on computers with limited 
memory, game developers can take three 
approaches: 

• Reduce the number of game features by elim¬ 
inating sounds, dropping graphics resolution, 
and removing shading and texture maps. 

• Slow the “frame-rate” or perceived “speed” of 
the game. Some games let you keep all the 
graphics and sound options, but go out to the 
hard disk to retrieve needed data instead of 


getting it from the much faster RAM. This tactic 
can dramatically slow down a game and result 
in jerky, slow-motion graphics. 

•Both of the above. 



Unfortunately, all the RAM in the world won’t 
help some games. Even with your extra 4MB 
of RAM, U.S. Navy Fighters will still run slowly 
with all the options turned on, though proba¬ 
bly not as slowly as it did with 6MB of RAM. 
You’ll just have to give it a try to see if the 
improvement is enough to satisfy you. Qf, 


Fax, mail, or e-mail your queries to the 
SOS. staff at: 

• Electronic Entertainment 
951 Mariner’s Island Blvd, Suite 700 
San Mateo, CA 94404 

• Fax:415-349-7781 

• CompuServe: 73361,263 

• America Online: ElecEnt 

• Internet: e2@iftw.com 

• MCI Mail: 611-7339 

Sorry, but we can't send personal 
responses to every question. 
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ultimate interactive 
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• THE LARGEST & BEST SELECTION 
INTERNATIONAL SALES SPECIALISTS 
PRIVACY AND DISCRETION ASSURED 
• 32 PAGE COLOR CATALOGUE 

THE LEADER IN ADULT CD RONS 

2 DISC S€T! 

ONLV $49> 3E 



;. coedsandthe l 


Phone (201)783-3600 • Fax (201)783-3686 • FAXBACK (201)783-3374 



Send Orders To: Mission Control • 7 Oak Place • EE0495 • Montclair, NJ 07042. MC, Visa, Discover, Checks 
& Money Orders. Checks held 14 days. Please Include Phone # /Shipping $7 OVERNIGHT (most areas) 
International Shipping $25. Add $5 for Ultra Discreet Packaging! E-Mail 70007.1324@Compuserve.com 
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PO Box 234 Dept 10270 Rochester, VT 05767 r «> l -" re additional shipping charges. Call lor details 
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We BEAT ANY Adver 

SUPER SAVER BUNDLES!! 
Maddams Bundle 4 CD ROM Titles.. $99 

(Maddams Family, Baby’s Got Butt, Inferno, Sampler] ' 

Vampire Bundle 4 CD ROM Titles... $99 


Pr it < ’ Vampire's Kiss 

This is the first full screen-full motion adult adventure. Journey through 
the corridors of the vampire’s ancient virtual 3D castle. Interactive 
graphics allow you to search for the secret passageway that leads to 


(Vampire's Kiss, Baby's Got Butt, Elite American vl,Sampler) 


Virgins Bundle 4 CD ROM Titles .... $99 

(Virgins, Baby’s Got Butt, Barlow Affairs, Sampler) 

Gorgeous Girls Bundle 4 CD ROMS . $99 

(Virgins, Elite American & European Girls, Sampler) 

Dream Bundle 4 CD ROM Titles .... $99 

(Dream Machine, Baby’s Got Butt, Inferno, Sampler) 

Virtual 3D Adult Sampler CD... $9.95 

Check/Money Order to: 

CD Discount 

21115 Devonshire St. #304 
Chatsworth, CA 91311 


INTERACTIVE mui 


Vampire’s Kiss . 

$54 

Maddams Family . 

$42 

Virgins 1 & 2 . 

$42 ea 

The Barlow Affairs 

$35 

Inferno . 

$35 

Dream Machine 

$50 


HO I 

Elite American Girls-Volumes 1&2 $29 ca. 

Elite European Girls-Volumes 1&2 $29 ea. tl 

DIGITAL MOVIES 1 " 
Baby’s Got Butt $23 

Hidden Obsessions.$23 



Orders : 800 - 990-9077 Deaier and Distributor inguiri 
Foreign orders: 818-772-6969 


, et aec'.** lo « 
0 utOs carS< „ 
vicS ofw> are - 


° M T °D/{y 

JUNE £****£ 


Fax orders: 818-773-8314 


to order. navEM* 6 * 1 
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We’d Like To See 

When Pizza Hut started taking orders for pizza delivery 
over the Internet at http://www.pizzahut.com, we thought 
it was a great idea. But why stop there? How about... 

Address Description 

bread.ch86se.wine.thau@napa yalley.com Simple pleasures 

suds.hops.party.beer@bud.edu Frat bey tave 

double.scoop.chunky.monkey@ben.jerrys.cam We all scream... 

double.grande.mocha.Ponlatiatte@starbucks.buzz For caffeine bounds 

steak.tbick.rare.cbolesterol@rutbs.cbris.icn For carnivores 

sand.sorf.bulltrog.jiggle@botdog.cartcom Fue in the sun 

meltmouth.nothand@m&m.cem Plain or peanut? 

2allbeef.patties.etc@fastfood.McD Virtual arches 





Need we say more? 



































IT'S LIKE GOING BACK 




ONLY THIS TIME YOU GET TO V’ALK UPRIGHT. 







After hearing his 
favorite games on 
a Sound Blaster, 
Vincent regretted 
















Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us at www.retromags.com 

is made from these scans, nor do we offer anything 
available from the Publishers themselves. 

i selling releases from 
t them and do let us know. 


Thank you! 




